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PC BUSHING 

Your guarantee 
of value 
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A Pratt- Mt enhancer; this timo by Sentinel 
Software. It's probably worth comparing 
rt with Pro Print. L*t 4 do that, then. 



I Technical 
' Forum 



H you don/t know your CPU from the local 
branch of MFL this is the place to come 
for all manner of arcane k ifwWft* 



2$ ard Drive 

Finally, after all these long years, there's 
a lOIVlb hard drive for the CPC, And .t . 
reviewed here on page 23. Hurrah. 



Assembly 
Line 

Another instalment of the machine code 
tutorial. We're reach my the point wiu-r*« 
you won't need to boy .itiy more software. 



Sm Art+ 

Art pAc (wages come and Art pAckages go. 
And this is, er r one. Of them, CreAte 
beAutiful pictures on your CPC. Tod Ay, 



Type-ins 

Thi^rt" was n timc ( loinj ^ejo. v.-yhtn 1 1 - ■ ■ - 
things were the only source of decent 
programs. Get nostalgic - get typing. 



43 *ower Up 

Pictures of us. The charts, Some jokes, 
Some references to Simon's wig. Or not- 




1 11 dependent programmers, eh? They 
write excellent arcade adventures and 
then expect us to review them. Tch. 



The Addams 



Oh no, another Addams Family intro. Any 
minute now we're going to My 'creepy, 
hooky, spooky, ooky'. Hah, not us, mate. 



Cheat Mode 



ft doesn't matter whether you win or lose, 
as long a* you cheat like mad. More che<ats r 
hints and POKE* than you thought possible. 






NTs time to drive that era** robot 





Family Ties 

The complete and otter history of the video 
game. What is it? Where did ft come from? 
Where is it quiet q? Who IS that man? 




I Venture 
f Forth 



Nearly finished now. This is part, er. three 
(or four, maybe) of the Write Your Own 
Adventures series. Or something. Probably. 



^^■^Ad ventures 



It's bach, back! SACK! The Balrng has 
sloped off in a south westerly direction 
bot we've found someone to fill his shots. 



Public Image 



The great, the good, the free, the nearly 
free, ami monster loads of gossip besides. 
It's really lovely. Would we He to you? 





CLASSIC 
COLLECTION 



Couertape 

Thtft'i more usefulness than you ewer 
dreamcri possible on this month* 
cDveiiApp, But how do you ui« it? Just 
tu in to four and we'll fell you. 

Amscene 

There's no such thing as old new?. Or is it 
that there are no old bold nuws readers? 
Who cares? Mar*, In living, *r, black and 
white, Is all th* new* that's fit to print. 

^^fc Small Ads 

Whatever you want (duh duh duh dun). 
Whatever you need (etc)- But there's no 
need to wear a pony tail and a filthy old 
waistcoat to enjoy oar free reader ads. 




30 lack Issues 

These are the hack issues. The issues that 
«ir*\ -li tt w4?rv r behind us, Vou should 
make strenuous efforts to ensure that you 
AA collection is complete In every respect. 

31 Subscribe! 

And If those are the back issues, then 
these r by inference (or something I must be 
the front issues* You can escape this 
philosophical puzzle by filling In the form. 

51 Reaction 

Everyone's got an opinion on something. 
And if they've qot an opinion an the CPC 
then they'll share it with you right here, 
on those very pages* It's almost magical, 

M ext Month 

lust think about It rat Ion Ally. If we knew 
what was going to be In next month's 
issue we'd have written It already and 




'Classic' Collection? "Utterly fab and groovy, completely 
excel lent and marvellous 1 Collection, more like. One of the 
most useful things - a spreadsheet. And a cracking game. 



Master Calc 

jfe. Mere months ago fin AA93 
Vl) to be enact), we ran a HtUe 

piece about all the great 
things you can do with so-called 
serious software. 

We talked about organizing your 
record collection with a database 
(and then tate giive you a database 
program last montii). 

We talked about spreadsheets. 
You can use them for home 
accounts, making decisions 
(particularly buying decisions!, 
making lists (the ed sorts out the 
original plan for the mag with a 
spreadsheet), keeping an eye on 
sharp prices, keeping track of 
sports tables and loads, quite 
frankly, more. 

And now, cor blimey, in our 
continuing efforts to give you all 
that's utterly funky in terms of 
stuff for your CPC, here's a 
spreadsheet to get you going. 



t wee 



They're quite complex things so 
we're going to be giving a few 
hints and tips as the months drag 
on, ('Fly by*, surely. - Ed) 

There are hundreds of uses for 
these marvellous things and we're 
still after the best and most 

It's like this* you see: you write 
to us at the usual address with 
your novel idea for using a 
spreadsheet or database (or both, 
even) and we'll bung £25 in the 
pocket of the one we like the best. 

Who said you can't got 
something for nothing? 



Biff 

tff the rigors of the working 
^^Fb ***Jf have left you tired and 

\f listless, you need a way to 
relax. You need something that'll 
take your mind off the cares and 
worries of your life and focus it on 
something jolly and fun. 

What you meed is a nice puuley 
arcade adventure starring a 
criminally insane biggish ape off 
some indeterminate variety. You 




need a game full of puzzles 
conundra. You'll need a lie down 
after this one P I can tell you* 

There is, as they say, going to be 
m hot time in the old town tonight. 
There'll be a rumble in the jungle, 
Nellie the Elephant will, by the 
time you've finished playing this 
one, have packed her trunk and 
trundled back to the jungle to see 
what all the fuss is about. Shell 
have brought the Head of the Herd 
with her and p.. er... 

lit the years to come I shall be 
telling my children about this one* 
I'll say r 'I remember when I was on 
AA and we had the most amazingly 
brilliant covertape game/ And 
they'll ask to borrow lite car again 
and that'll be the last we see of 
them tilt Sunday lunchflme. Kids, 
eh? Don't a pprec iate a good game. 



Just turn the page for all the details » ■»*■ 




CQVERTAPE 
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This time. §Ts a full 
spreadsheet package! 

Hurry up, times a -wasting. If you want to 
know exactly what a spreadsheet does, 
you'll just have to dig out a copy of issue 
93, or order it from back issues If I were to 
explain the full ins and outs of what a 
spreadsheet is and how It could be useful to 
you, we'd run clean out of space. The 
'Creative Counting' feature contains pretty 
much everything youll want to know. 

This explanation Is going to work as 
follows: Oils month, these two pages will be 
given over to getting you started with the 
package, and knocking up a very basic 
spreadsheet. Next month, there 1 ! I bo 
another couple of pages clearing up all the 
loose ends and going into a few of the 
more intricate parte, but for now, here's 







useful spreadsheet, 

e Okay, the first thing you need to do is 
load MasterCalc, and press N to select a 
new plan. You will be asked for dimensions, 
so state 15 rows and 14 columns. Presto! 
You can now see your blank sheet (well, 
most of it), 

• Youll notice that the top left square on 
the spreadsheet gird Is black. This is 
actually our cursor. Funnily enough, this 
cursor can be moved around using the 
cursor keys, letting you refer to absolutely 
any cell on the grid. 

However, you should also have found 
that the cell can't move off the screen, and 
lot you see the columns from 10 to 1 4 
Well, the screen can be scrolled by holding 
down the SHIFT key and using the arrows. 

• Now take a look at the bottom of the 
screen. You should see a little line telling 
you that you can press CTRL & K for a little 
keypress menu. So try it out. You can press 
ENTER to return to your spreadsheet, 

• The fust of these keypress commands 
we're going to use is CTRL S. This will give 
the free bytes, which 1 1 1 be really high, 
considering we've just started. 



lust mow in* bo* n round mid *■ ntpr all tfie 



tfaJue* you need. It really I* that easy. 





HHiUKMi hi iht i.l wrote trcw 



ig 



f utility for calculating column totali* 



the twt» fttis of totals together! Wow, huh? 



A, I ' }\ :< \ AMSTRAD ACTION 



A ftlce and comprehciislvv main menu ta 
load and save file*, as well as cataloguing. 

headings along die top of the sheet. So 
move the cursor to cell 1 ,2 (row 1 , column 
2). and press SHIFT & 2- This tells the 
package that you want to enter some text 
into that particular cell So enter your text 
now, really. 

For the sake of argument, we Ye going to 
use the months of the year, and this is how 
we re going to do it. Type the following line, 
with the dots H as per usual, representing 
spaces, and press ENTER, 
***iwti Ftb Har flrr H*i+* m 'Job* 

The reason we had to stop just here Is 
that we've come to the end of the screen, so 
scroll the sheet right using SHIFT and the 
right errowp and enter the next bit of text; 
• • - S*p Oct - ■ • -Nov Dp* 

You can now put dashes along row 2 to 
underline these headings. All by yourself 
No. go on, it's not difficult, That's right, all 
the way to the end. 

As you've probabfy worked out, when you 
choose to enter text into a cell, the text 
cursor automatically spills over onto the 
next cell, making typing really easy. 



# Hit CTRL & D. This will cause a down 
arrow to appear in the bottom left corner of 
the screen, making the text spill 
automatically downwards, So now you can 
work your way down the left hand side of 
the screen, entering names for the other 
axis. The names will start at cell 3,2 and 
work downwards. Make sure that the list 
title in the *ist is TOTAL, as we're going to 
be calculating this later. 



COVER TA P E 




Ha in KASTEIKflLC Options 



C.i set co limn 
F«, use fflmiiU 
II.. tine in window 
L.left in window 

H. . change node 

0, .overlay at colunn 
R-.get row 

S, window Cun->split 

I. . define total 
U. , windw select 

t., repeat entered value 
t. top of window 
*., enter text 
(Mntinber,. enter value 
t4+4. -nove cursor 



CTRL and key... 

ft. .alter size/fomt 
C. .recalculate 
(..toggle auto cursor down 
f,,fomu]a options 

G. .graphic histogram 

H. .none in plan 
K..show this nenu 
P. .print 

H. . toggle auto cursor across 
S. .show spare bytes 

I, , show total/foriiulae usage 
K . . Top Menu, save/ load etc 
2.. clear row/col win/cell 

SHIFT NH. nove window 



MasterCak cerfi«* complete with a hu<]u s«?t ©t in-built keypre**** to 4Aii* time «md 






Read *his b» 
Itfs Important 



Juv. pop trie tape into your machine, making sure 
it's rewound to the start of Side I , and than press 
CTRL * ENTER (or type RUN ' J, tfien pr«s any 
key and the tape will start taadlnft, 

WKtiin a few moments you get ai menu 
screen. Choose the program you want using the 
Spacebar, then hit The RETUtN key. 

• Note (hat none of the program* need be 
loaded directly from the main menu. They can afl 
toe run from BASIC. The menu Wst5 rjiem, but you 
must quit beck to SASJC to run them [Use Che 
RUN (filename] " command.) 

• If you have a disk drive orther built into your 
machine or plugged in, you wifl first have to type 
Itape to switch the computer to tape loading. You 
get the I character by press ing SWIFT* Then 
just proceed at normal 



We go to great length* to make sur e that our 
covertapes work properly. However rf you still 
have difficulty, try this: 

ft Loading at several different volume levels jrf 
you're using an external tape rotorder) ft 
Cleaning the tape heads This can be done wrth 
any commercially available cfeaning kft ft 
Adjusting the cassette recorder's head alignment. 
The alignment screw is located just to the left of 
the tape head, and is usually accessible through 
a small hole. Turn it a fraction at a tfme wrth a 
Jewetters screwdriver. When the crispest sound is 
heard, the ■■fimient It spot on. ft Tapping the 
cassette gently ag^nst a table edge - the spools 
may be sticking or jammed, 

rf you Mill can't get me tape to load then send 
the tape, along with a brief description ol the 
problem and a stamped sae to: 



sfili 



But I want a disc version! 

The c overlap* contains its own tape-disc copying 

program. To transfer the programs to tape, 

simply follow the instruction* on the tape. 

ft 464 owners with external 3-inch drives will 

have no problems, but 61 26 owners wrtf need a 

cassette player with a REM socket. Stopping and 

starting the tape manually is difficult. 

• 6128 Rut owners who've had their machines 

modified to load from tape can transfer the 

programs to disk, but must rewind to the start ol 

the tape again before me transfer starts. 

You can also order a disk version of the 
covert ape horn our duplicators, Ablex. Snip off 
the coupon on the comer ot this page and tend it 
with a cheque/PO for £2.00 to: 





Please don't return 
tapes to the AA 
office. Ever! 



typo the numbers. The program displays 
your number at the bottom of the screen. 
Press ENTER, and the value will be plotted 
onto the sheet 



• I refuse to take you through entering all 
the values, so you can do that yourself. The 
one set of value you dont have to enter, 
though, is the column totals, as I'm about to 
show you how to get Master C ate to work 
them all out for you. 



• Move your cursor to the celt in which you 
want the column total to appear. This must 
be in the same column as the figures you 
wish to calculate. Press T You wilt now be 

asked: 

TOTAL: Row/Colurnn/Accum 
You, ol course, will press C to select 
column totals* You will then be ashed: 
Sub-toial/Full total 

Although both would give you the same 
result in this Instance, press S (it s the most 
logical). Immediately, you should see your 
column add up, and the result land in your 
highlighted square. Wow, eh? 



With Just a few keys you can display 
descriptive bar charts of your ftgure*. 

value {just pressing ENTER) will toll the 
package that you've entered all the row 
numbers you want to- 



• Hit CTRL & X This should take you back 
to the main menu, From here, you can save 
your spreadsheet, load in other sheets, and 
basically do everything you're going to need 
to do In the way of filing and finishing 



# This is where things get really fun. Hit 
CTRL & G, You will be asked for a row. Give 
the number of a row with loads of figures, 
and hit ENTER twice. This is the graphics 

feature. 



• When asked whether you wish to see 
another chart, press Y. Now give the values 
of three rows, This Just gets better and 
better, doesnl ft? At all times, not giving a 



• Move along the totals row, doing this to 
every column, just to make sure you get the 
hang of H You could also move down the 
right hand side of the sheet, giving row 
totals, but if s exactly the same, so there's 
not really all that much point 



That's about afl for this month, but we 1 !! 
be going Into the various features In a lot 
more depth next time. HI then, you might 
like to take a look at the Mega Bytes 
feature in issue 92 for a few ideas on just 
what uses you'd put this advanced 
calculating utility to- Bye, 




figures - comparative charts are easy too! 



project, however, that didn't come to light 
the first time around. You see, publicly, the 
whole point of sending a chimp whirling 
around the planet was to try and bring them 
back safely. Research wise, though, the real 
experiment was to see how far they could 
slingshot somebody, In an attempt to stave 
vast amounts of rocket fuel NASA had 
gone green. 




IV* i Tftl T MHC .V. tCP IIVDNb *LLt**U 

Mff walked - ITS M »»d, t just cmI 
bring myself 4a do it. It's against my nature* 

dew lying like a blanket over the fresh, 
clean new world. Grass and trees alone do 
not an alive chimp make, though, and it's 
your job to keep Biff going in other ways 
One such way is to appease the mighty god 
of all things sacred, Donnakibab. Don (to his 
friends] Is known for his habit of sending 
little messages Into the cortex of others, 
demanding jobs to be done, and generally 
making a nuisance of himself. 



No fuel like an old fuel 

The principle was simple; if you could send 
a person hurtling point B, without them 
taking any fuel from point A, then get them 
back to point A without using any fuel from 
point B f and loop the process P you ve 
achieved perpetual motion, The only real 
problem was timing the flights to collide 
with a planet, spin round It (due to 
gravitational pull), and fling itself back 
to earth. 



Fission chimps 

The point of all this, sadly. Is that there Is 
currently a chimp who s flight path took it 
clean out of the way of any danger. 
Unfortunately, it also took ft out of the flight 
path of the target slingshot planet, which, 
by all accounts, was a bit of a bummer. So 
we have a chimp, floating alone in space. 
Scary plot development. Food was running 
low. Air was running even lower, Still the 
chimp lived. When the food had run out, the 
chimp fed itself solely on the insects it 
found in it's fur, When his fur was clean (I 
think he deserves a name}. Fernandez [I'm 
not sure he deserved that name) ate select 
parts of the ship, carefully so as not to 
depressurize the cabin, He's down to his last 
5 minutes of breathable air. and the ship's 
empty. Fernandez was flying through space 
in a targe steel tennis ball, with no air and 
no food. Alone. So very oh. He's hit a planet. 
Thank heavens { I couldn't have filled this 
page it he'd died). 



Something about the 
game? Surely not, 

There were loads of strange mutated 
beastie things to get in his way, hut he 
found he could avoid a lot of them using left 
and right on his joystick, and jump over 
them by moving up. As well as this. Biff 
soon discovered that he could pick up 
objects by hitting down whilst standing next 
to them, and actually use different things to 
achieve various tasks by hitting fire 

That, to be honest, ts about all Have 
loads of fun. 



Here at the AA office, we've been 
overwhelmed by the response to the 
covertapes recently. If you've you've got 
an idea for what you'd like to see on the 
covertape. please send it along to 
'Covertape Ideas* at the usual address. 




COVERTAPE 



-J «1 




>_r_r_r 



why 

straptines like this actually 
exist? Apparently they're to 
tell you what's on the page. 
Let's ignore this rule for a 
minute, as I find It a tittle 
hard to believe yon haven't 
sussed out what this is all 
about by yourself - the 
covertape game. 

And this month, we re looking at animal 
research, Not all that boring skinned rabbit 
or beagle with lung cancer stuff, but the 
exciting stuff involving shooting chimps off 
Into space k 

You see, one of the western world's 
greatest achievements was actually putting 
a chimp In orbit around the earth. There are 
a few things about the space research 



Mew 
Sensation 



You may notice that this month the 
covertape has been slightly re- 
arranged, This is nothing to worry about 
really, but it does mean you'll be using 
both titles in a slightly different way. 

Firstly, the two sides of the tape load 
completely independently to each other. 
On each side, you will be presented with 
the option to load the game, or transfer 
it to disc, If you choose to transfer It, 
simply follow on screen prompts. If your 
tape runs out, and the game has not 
transferred* just rewind rt t and play it 
through again. 

Mas? erC ale takes a very economic 
15k on your disc , and Biff runs at a 
slightly more extravagant 35k. That's 
50k in total this month. 
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KtDS PACK 1 A 9 

Postnw ftas, 5oo<y and Swop, Ropcye 
Count Due. u':i. T7£'Xyv<M*: 
Supertecl f ifcmar* Sam, Huxley % 
fte.rman A* ^ Benge^ 4nd ^Assh, Pope^ 

HIMJA CQUfCTION 

Shadow Warrior, OoiA^e Dragor, 5^ 

Ci»499 

MAGNUM 4 

Turbo text, BMX K?dz r St^ebo#d Ja«( 
& Pcgotttck Ofymp^cs. Cm S.99 

4 MtOST TOPPERS 
C«s 3.99 

4 MOST THRILLERS 

Me^ ^p^Cd^ypse, Rav, Spia! & Vwen 
Coss 2 99 

4 MOST WOftLO SPORTS 

Gnd iron BflscbdH Ucni Mata Jixlo * 



FIRST DISK DRIVES FOR THE CPC464/464 + 

Includes 3.5" or 3" (please specify) disk drive, DDI-l 
inrcrface, connecting leads & utility software. Simply plug in 
and go! Full instructions and 12 month* guarjnrcc PI cast 
sine CPC464 or CPC464* when ordering. 



ONLY £159.99 



Free MULTIFACE If (RRP £35) for copying tape* omo 
disk with every 3-5" first disk drive. 
Fr« CHERRY PAINT (RRP £15) tfiifc ev«ry 3 H fust 
disk drive. 



3 + 5" DISK DRIVES FOR CPC464/664/6128/6128 + 

Slimline, whbper qyiec Panasonic drive mechanism. Comci 
complete with 16 page manual & Ramdos 10 allow you 10 
format and use 80GK per disk (wirhour any side sclcci 
swishes) jusr like a PC, Aiari ST, Amiga etc. 




ROMDOS XL - The New Standard 

ROMDOS XL is undoubiedly the b«i high capacity disk 
operating system rhat is available for your CPC464/664/6 i 28 
with a 3-5" secand drive T 

Unlike orher operating systems, ROMDOS XL will allow you 
use SQtiK without the need to use a side select switch or 
turn the disk over, even under CPM! 



Built in disk formatter. 

Built in file 

crjpying/era*e. 

Fu LI 1 C J page printed 

manual, 

Auto detects disk 
format. 

Uses no u«r memory* 
Fast attd reliable. 



Built in Sector 
/Directory editor. 
Wry simple to use. 
Available on ROM or in 
cartridge form, 
Cartridge version works 
on 464/664/6123. 
NOT 6128+ compatible, 



ROMDOS XL only £29,99 
ROMDOS XL Cartridge anly f 39,99 



Also available.,.. 

PC- TRANS Tranfcr files from a CPC to a PC and vice wrta. 
Simple to use. Only £24.99 

HACKI1 F r ty client hacker*/ machine code programming cartridge, 

Only £24-99 

RS232 SERIAL INTERFACE c« u »<d to r * rtnert ™« cpc » 

jiitPC>n:r ^OrtijSulrr. ssawtlcm. icrijJ |itiLtCcr c!l. Idc^E fct iiw wilJl Anmr/jd 
NCI 00 Nolcpul Full ROM ioftwinr builr-ui s nccllcnx miouil, PuDr 
mean drirtn. Qnly £59-99 



Please add £5,00 pottage and packing to .ill disk drive 
orders. All major credit cards accepted. Immediate 
despatch for credit card orders. 

SIREN SOFTWARE, WILTON HOUSE, 

BURY RD, RADCLIFFE, 
MANCHESTER M26 9UR 

TEL: 061 724 7572 
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NEWS 




and news. It's the AA 



page. 




Bon jour 



I t mm 1 1 if i s about tint* hh 
got torn* new pictures dom? 



You could have knocked me down wNh a kipper (or 
something) when the replies started coming m for the 1993 
Reader Survey. We ve had quite a few already and we re 
expecting even more so we've deckled to let it run on for a 
littte while longer 

So dig around in that pile of magazines on the hvmg 
room floor and find AA94. Somewhere in there there's a 
Reader Survey form and if you bung it in the post to us 
before 31 August 1993 you might win 50 quid, Hurrah, 

Oh, and there's loads of really great stuff in ttos month's 
issue. I have to say that, ifs m my contract. 



Trendy Computing 

Sony have just announced that they'll be offering 
a number ot exciting goodies and assorted bits 
and pieces jn exchange for fokens on the*r disk 
boxes, The stuff you can save tokens for ranges 
from a T-shirt (for 21 tokens) to a personal 
stereo (for 150 tokens) a pair of sunglasses (for 
a ludicrous 1 75 tokens), and a Game Boy {220 
tokens) You get three tokens for every box of 
3.5* HO disks (bo*es contain ten disks) in the 
Take it Easy campaign. 

There are toads more goodies up for grabs, 
and full detarfs can be found on the disk boxes, 

STS Software 

If anyone is still looking for any of STS's 
products, you might like to know that Campursoft 
have now taken on the entire range. This means 
you can now buy S/DGS, SottLoK their music 
grabber, etc. perfectly easily. There are no 



promises about meeting previous orders* etc. 
but if you write to Campursoft they'll look into ft 
for you. You can find Campursoft at: 
10 Macintosh Court, 
Wellpark. 

Glasgow, G31 2HW 

Note that this is a new address and that therr 
phone number is changing as well - well let you 
know what rt is next month. 

They Be Pirates! 

During this month's action, the office was hit by a 
nice wadge of FAST press release. Ifs got a lot 
of blah, but a few salient points: 

• T he country with the highest piracy rate 
is France. 

• The country with the highest software prices 
is France. 

• This doesn't pomt to high prices causing an 
increase in software piracy, no. honest. 



• The country wih the lowest piracy rate is 
the UK. 

• The country with the lowest software prices is 
the UK. 

• Look. I realty canl see what you're getting at 
here - piracy is a group of juveniles illegally 
attacking the software industry with no mobve 
whatsoever. And I bet they ve all got long hair. 

More Campursoft news 

We've just heard from Peter Campbell's that 
Campursoft are tooled up to put some of their 
so/lwsre onto cartridge. One plan even involves 
getting rid of Burwi* Rubber from your Plus" 
BASIC cart and putting something useM on rt 
More details when we get "em. 

MD+ For All 

That kind bloke at Campursoft, Peter Campbell, 
has just let us know that 0 J Software is now 
selling You can find OJ at: 273 Mossy 
Lea Road, Wrightmgton, Nr Wigan, Lanes, 
WN6 9Rft Failing that; you could ring them on 
(0257)421915. 

End of an era 

It is with much sadness and regret that we have 
to announce that, after ten years as the best, 
best-selling and then only Speccy mag, Your 
Sinclair (an ace magajrme produced ' •> *ome 
crap friends ot ours) is to close with its 
September issue. The fast issue will be a bumper 
special, packed with nostdl^id. And crapne'i'i. 

If you don't buy another computer mag this 
year, buy the last ever Your Sinclair, Ifs crap, in 
a funky skiBo sort of a way. • 



Make sura of your copy 

Picture the scene... Strange lights are seen 
In the sky- You awake to find your 
iifcwsiiyeot has b^en kidnapped by space 
aliens. Mo problem - you'd filled in the 
coupon and she saved you a copy of AA. 



MAG* 


SAVE 
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[Amstrad 

CDC CI BViLT-m 
rnCCi cms system 

Ifflm *Ll SEGJ* WW SDfignw 

INttLJDti V CflNlMi Mtt & J WIH1S 
* 

ArtCAflF GRAPHICS STIRFO 5QUHG 
S^tfliO MWDPHOM SOCIET 
# 

EISA HfCA CO CPKPAnm 



Processor and dock speed: 
PC Mode: 25mm. > 80386s* 
Mega Mode 7 J 4\rns SSOOO 

40** IDE Hard Drivt 

Core Test; Ultra Fast t, f 19 
KWSec Transfer Rate 

1 Ml RAM{tGMb Maximum RAM) 

1.44m floppy Disk Bnv$ 

t x 16btt A T' Expansion Star 

Maths Go-Processor Socket for 

Western Digital fB-btt Qn-board 
S-VGA Ctupsrt 

25GK Video RAM 

r '4 U Dual Sync Colour Monitor 
wtttt Bint*-:ft Stor&o Sprtfkrm 
PC Mods 

Horiiontat Frequency 3 f , Ski* 
Graph** Resolution 640 x 460 - 

Atf-Lib Stereo Sound through 
the buttHn Speakers 
Mega Mode : 

Horkontot Frequency JS.CSxHt 
Graphic* Resolution 32Q x 2*4 ■ 
512 Colour patett^ 
Arcade Quality Graphics with 
Stereo Sound 

Sound Capability * 
PC Mode Fuft Ad Lib Sound 
Mega Mode; Fun Mega Dtwe 
Stereo Sound 

102'Key PS/2 Type Keyboard 

Dimerwtona - 325mm (w) x 
78mm (hj x 292mm (d) 




Forts, PS/2 Type Keyboard 
Socket. PS& Type Mouse 
Socket, VGA Monitor Port, 
VGA Monitor Power Socket, 
PC Analogue Joystick Port, 
Two Sega Compatible Games 
Pad Ports. M&Q& Drive 
Cartridge Slot. Mega CD 
Connector Port, Stereo 
Headphones Socket. 

Power *6$W{ttfr240V 
AutoSenstngt 

Supplied Accessories - PS/2 
Typo PC Mouse. Precision 
Analogue PC Joystick, Saga 
Compatible Games Pad 

Software - MS-DOS vS.Q + 
Amstrad Oosklop 
Graphical 

Interlace + 1 
interactive 
tutor 

fpre-instaiied} 

12 Months 
Qr\-Site 

Warranty ^ 
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COMPATIBLE 



SSuR-IsB -1*1 M g> 

I" r. | ,U . L 

386sk 25umi PG 



COLOUR MONITOR 

14- DUAL *Vf*C WITH 
OLHIT-W STfR*0 SPEAKER* 

HUm<» drive 

1 M b RAM 

256k 
AD-Lib" 

rulHFIilllUl 

SOUND CARD 

PS/2 TYPE MOUSE 
PC JOYSTICK 

PflCCt5*0*f AHMOOUf WIH PC CAWl^ PORT 

GAMES CONTROL PAD 
FREE SOFTWARE: 

^ MS-DOQ 6+0, 

AMSTRAD DESKTOP 

^/ Prvlnmallfld 

12 MONTHS ON-SITE 
WARRANTY WITH NCR 



The VEGA PC Sflfci 25mkt dm Anwtiad a lha 6rat lyriem id ofar two My JaabnMf mmfRAK proceswi iional A h^owwf IBM 
00fli>a2*te PC and vo*y WKKJ tMMd M«cja Drive ccfUpaiibie 1 &-M oamea oon$ole Aeui*5m<S«tijiad9Jidrifllfvi( 
pv4i atowa way accm frtfww Che PC and Moflfl mgoas The sysiem wnwa cornplett wic k 4 I0€ JianJ 4tsX dviw ind d h»gh 
resolution 14 1 duM *ync monitor wirh buH-in s?sreo apeak^t. Th« moMf* automaiual^ swlchfli b*ta«*n MegKWivs grapto writ* Sler&o 
Sound flrtd PC VGA flutes Ad-L* 1 * S«wl W lh u WO rw. vser*^ dnaioi^d PC fg^lirk jnd Mflqa.^vi? ciDnpnlible ^rr-es 
control |MW iiwluisnd tlw Msgi PC is britoii rorbualnmmf mega fof games ■ rti« ffirfecl cof^uhng ^olulion. 
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386» 


£599 




486 



SLC for 



LAHQ MARK v2 DQ PEHfOflM AHCE COMPARISON CHART 



tor 

/JVC KIM flttfltf/? MOAZ/rOft + HARD DRIVE 



I 40m, r ifl** J; aft 



^84f92 



20'25'31 ;47 ! 51 /66;54i r 67 r 84 

$Aca Sy^loins arc phased to pru&enr an graded version cl rhe Me«ja PC, cvied 
lha M^a 'Ptaa' Ttms be<m ijpQiAded wrh ifw fcvfttu^pOfiaiy 4efeL£ 33wv CPU. 
manufadureo: by Tews IrtfiumMK and icufflfy developed w*ti Cyfiat. Tnrt cfap is ft 
33»v 456 instructon ^ oompabtite M protect wlh a inteiflfll tiaia 
pAiii, IK uiiemai cache and p&w*r mana-t^m^nt 1&atyr«s Powc: mei«r 
aw^o^to WIPS fwrl&rmanc* M rncr#«rt by up (o 2 times and rt boasts an 
overall performance of 32mh, using Landmark's ^awsi veraion Speodccm ?,00 
benchmarK. Thts ts alrnosi 3 t«m&$ a$ las( a* a 3955k ■ 25 CPU {see- 
Iflntffnarit Spwfld Chart abov&), The "Msgs Phift- 4B6stt: 33mht PC comae m 
two voisjong - JQmh hard drivo wilh 2vb RAM E799-vai and 130vb Jiarti 
drive witfi 4«> RAM b< C9M-v*t 



SPECIFICATIONS AS 386** ABOVE, PLUS* 

* Pffictesot flnrff/flelf dpotiitf. rWcJu%: ^Sfe:^ 

* 2**0f4n RAM * Of flfa *f Hf f tf iJwwff 

* Uflte CfrPfmssor Socket for 487z< 

QfflM ffiff SOFTUHAf: «rrf>tto^J I (ptt-mttMed} 
Mitmstift PC Gafws Pxk. Wing Commnder 'SpecW 
Etfrli&n". Life St Skutti ft "Tatt S/ir/i7 Adrts Suscon typmg 
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486,n 

33hki 



...ijy 4.v »V4: Cl^.'s 



4m QAM lb» HMD KVE 



£799£899 



FREE OVERNIGHT COURIER DELIVERY IN THE UK MAINLAND 



["silica systems offer you I 

• FREE QVERNtGHT OEtfYERY On lit ryutfwar* ord*r S flhipp#d in I^UK mankind 

• TECHNICAL SUPPORT Timer (Khiwcal amrlfl ut your aacvico 

• P^WCf MATCH,' Wo numbly rrkilqh cqmpptrtor? on a 'Same prOtlucr - S^nw prco" Ijjsla 

• tLSTABLiSMEO 14 YEANS Provort Kack WOfflUn Di^aWfflftfll ODfflputtfC 6dlD& 

• fT^ AttUim fWWVCT ^rrftfOjiM^.- S<*d. rfllrea^s dfHd pviliatilfl. 

• BUSWt&Si * EDUCATION * GOVERNMENT. Volume dlftcOunie nvailablo Qftl OBflfl 

• $WOWHOt7M$ DorrKmEtTuk.^i h wrung 1^clli|io&dl f^i -Hoioa 

• Wt' FUU STOiTlf RAMI!;: AI n! yOUf f«ju;ranenl& hi-Mn ffn? supper. 

• WC^T CA rj l - lw n^M to ytHJ with oTKffs + sontwaro and ^(phonal tMaits. 

• PAYMENT: P^ttftttcmfec^cha^rt 

llnic'Q ycku d«C4o «tmn to buy yoo« now cofipiaK, we fk^g&sX you BwA wy (Wfhiy atKKri VJHtRF 
you Iknc H C*i^fl*3^ *tid) w.1 Mu* A tew nv:FHh* ho** yOgr puncnaK . yflM «Wr 

r^rare iV^Hvu.T p^r^ra^ ^rwj i^hfagid <y M*lp firf £UMce wHPfc yotrf purctuw. And, 
co*Ttpany you buy Urn tortacf you wt«^ d#tAU< of new produOla^ A3 9*hca Sy*ifrti!>. c*'3ur* m=tr you 
wii ruiw nni*4^ to wr-nry cibout Wo fHiw bo«M ofKriiliE^flcl tw flimwl 14 yonrt «nd hWi our ufirivtrit«J 
PHIHiliHirfl Rftel fljtporliae, na fjn now dqrin to n^ortt &jr cusiucnar*' r«tc|jii:HHn(HiEr P ™\ urmv^rA-"rir^ 
fifuch -a sutcond li? nune fWl itoO'r |u»i tiftn our ffwrt ^or il Campioto and fflilurn rh* coupon now fer our 
IffitHl FREE nt^rarureand t»^n Bo aaparti}nc4> rtw 'Sllleii Systomu Sarrica 1 



MAIL ORDER: 
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M It* Mew$. Ha^rl^ 



Xffil, DAf4 4DX 

r iJc^rrf^ 



SHOP: To?t*flhim Court Road, lotion, 

LONDON SHOP: " S*lfrldflB >tov>4ii .Riiral 0^grd"Sirc4i' L^don." W1* 1A8 

^Opwfla rtpkn Mw-Sw »_>ag^apg i_ __^¥ '^ ' ^ 

SIDCUP SHO(»:' J-4 Ttie Mews Haherlev He! Snlc-in KM, UA14 -±DX 

ESSEX SHBK Ptetttfria (sw Fawi High Stwt ?owS« : M-Si.'*Fiisex. SSHl'a 



Til. M1-JW lltf^ 

fic fiat on4ta otai f 

Til: W-m 6411 

T»i: mimm 



To: Silica SyBtems. AMACT-0993-it)6, 1 J Th* Kutlmlay Rd, Sidcup. Km. OAU 4rj 



PLEASE SEND INFORMATION ON THE AMSTRAD MEGA PC 
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Fer Sale 



AMSTRAD ACTION* tor sale, h&utt 3 to 
31 and 4g eo 87 Phone Derek on (0292) 

AMSTRAD NCI 00 NOTEWO Compute 
as new. shit guaranteed and Amstrad CPC 
464+ Computer with inortocrifome monitor 
Hand controller, games and manual, also 
as new. Boxed £300 OOth. Lee Ashbourne 
<rjW2> 733039 

MONITOR COLOUR GTM $40 £4500 
Phone {0642) 46741 3 Middlesbrough. 
MONITOR GREEN MM 12 (464+) e*0*l' 
(em condtiion £55. 00 one. Phone (0&42) 
467413 

CPC464 COLOUR MONITOR ■ |dv 

fjght gun, 00+ games. 27 issues Amsirad 
Acton wtn cover tapes £225 ono. 
Telephone (0*24) 404565 (evenings Or 
weekends) 

MONITOR SPfECH SYNTHESISER* 

booh, disks aim cassettes For sale 30 con- 
*miet somes Alive, Laser &as*c. level 9 
adventures- Too many to fast. Gel A list 
from me and see. AJI originals from Ci DO 
Phone W*yne (0532) 573 1M 
AMSTRAO CPC 464 green monitor, key- 
board. 2t games p*us S Am&trad Action 
tapes and magazines complete with manu- 
al excellent condign only £80 Tel {09 1) 
4142555 

NORTH AND SOUTH. S*rn C<ty. Italy 



1 990 Laser Sooad. Swap lor Final Fight 
Mr Hel P F-16 Combat PiloL 30 construc- 
tion Krt, Equine xe Disks and others linoiud' 
ing rapes) Phone David (0903) 232542 

CPC6T2S COLOUR MONITOR, DMP2000 
punter, joystick. murtifaco'2, manuals, lois 
of gamas and disks. Elue. Mwu 04Nc*-2. 
U.S. GoW Selection. Ma*am, 5uperca)c-2, 
now have PC. £225. Reeding (0734) 
744^45 

AMSTRAO CPC 464 with cokxir nxmflpf. 
joysticks over sixty flanw pivs Amstrad 
Action magazines and tapes. Only £200 
ono. J*m4», 107 Coronation Avenue, 
WWtttesey, Peterborough PET 1 XD. 

AMSTRAO CPC 61 23 colour momlcr d»$k 
drive b/w pfin'er, joystick, cassette ptaye-r 
and afl leads. 70 plus pa/nee on disdt-cas 
sane £280 ono Phone Dean on 20276} 
47391 6 after 4pm. 

AMT1X COMPLETE SET "1$ Amstrad 
Acton 1 56 62*7-73.76 ACU 3 20 CPC 
464 user h&su* 1 Computing Wiih Amstrad 
1 -1& Offers Phone {001) 4551379 
AMSTRAD 6128+., colour monitor joy- 
sticks, games on cartridge + dw* 
Brynword. WO + educational software. 
Mutotace 2, Mar* cteks Machtne abse to 
use tapes- Ad manuals, eioelloni condiiior*. 
Only L 1 50 1 Dunstable (0582) MS 1 1 5 

AMSTRAD 6128 games disVUpSfL 
Moonwalker. WWF. Slawars, Obiiteralor, 
Tune Machine, Ghosl Busters. Evening 



Star. Tempest and tore o< others. Send 
SAE for list warned. Any gorl games and 
penpals woiidwkte RJnjj u* now on 

C64 FOR SALE loads oi games and un- 
ties complete with |Ovst*chS end instruction 
manuals. mu$i be sold qlucH so I can oei A 

Phone {C6£3) 047296 alter 4pm. 
AMSTRAD CPC €123 computer only 
(fauiiy). good case and disk drive svitoo&o 
lor spates Of repair, Upgrade lor 464? 
Otfos around £30. Man (0444) 450454 

AMSTRAD WU12 mono rnonrror for use 
With any CPC Of pkfS. machine leads 
tndud&d lor this purpose M*nt condition 
only £50 ono Call Mall (0444) 450454 
AMSTHAD CPC GlZfl colour monitor. |oy- 
stidk, some tapes. dHfa» £130. Phone 
l0ei }9&4 5935 

AMSTRAO CPC 464 wrth Qreen monitor, 
joystick, good conation £80 Phone Tony 
026fi 543263 

AMSTRAO CPC 4£4 K green scram. MP-2 
modirtator- mumtaoe 2 H DDM d*s* drive, 
ovekjoy ^uporboard, i00+ tape games. 
10+ (teks. Centronics prime* lead, mags 
and manuals Everyl^ng £150 Coniacl 
Jarnet (0376)500752 
CPC 6125. Green Screen, Mini Office 2, 
Colossus. Cness 4, Fun School 2. CPM 
Rus. manual, all boxed £100. Phone Pal 
after 7pm 1 03761- ^45^36 
HS232 IMTEffFACE is^ren} wiih sotrware 
as new, suits CPC or plus wth cable t40. 

Call Kc-^.r^ on ,Ci-7&6: 15CliG2 

Cf*C 464 MONOCHROME. d«h d'we.. 
CP m, 54K RAM expansion, pnnier caWe 
Amsword WP on disk and tape, 20 disks 
£185. Wi ll splil. AJso second keyboard £35 
(0772) 4S43SO {eveillngj or (07?2) 
45547S {day) 

GAMES! GAMES! GAMES! Tv* go! about 
100 464 lope games including Pokes . £45. 
200 plus Spectrum games. £85. Also 
Spectrum mouse, Oop art studio, ass&m- 
oter, |Oy£S>ck Phone ior price (081) 647 
0722 

AMSTRAD CPC SI 20 and 464 and 504S Of 
accessories induing ROW boards and 



€proms Send SSAE tot fet, Mr Smith. 39 
freYAEf Road, Roc raster. Krvm ME1 ZHZ. 

tei(oea4M04^aa 

AMSTRAO 3160 PRIIyTER F^vS 
risks inc Tetns. Wttftri*. PipeManu wme so 
122 Unsdowne Road. Ilford IG3 fit40 or 
Tel ien after 7r>m"anytime al weekends 
(031)590 3020 

CPC GAMES fo? .sate, all onginals, lew disk, 
tew adventure or siraleg^ some very o!d, 
inc. Plates. Lancelot. Jewess oi Darkness 
Castle Master. SAE to Angela Allum, 22 
Poinl RayaL Bracknell RG12 7MH 

SEGA GAME GEAR oames. vncte ranoa of 
25 qualty games with mstaxftofts and bOi 
Exultant concfirign On*y £16 eacn Afeo 4 
Masier Syslom oames £20 each Tel (M1) 

AMSTRAO GAMES - Over 250 titles 
(some disk}, hardware mduchng Mutoface 
tt and loads of Amstrod Actpons must go. 
Together £300 ono Phone Andrew (0359) 
721396 after 5pm 

CPC6128 COLOUR MONITOR, Romoox 
wflh Protejrf . Maxora and BCPL. Mufti^ace. 2 
tape decks, full manual, n books. 200 reag 
rii^es. lOQfs of games and seoous pro< 
grams worm £1000 Accept £360 Tel (0782) 
to08i e (Stoke-On Trent) 
AMSTRAD CPC 464 colour monitor. poy> 
stick, e?!oe«en| condition. 60+ games »o surt 
aM ages AA n^agannes wstn cover tapes and 
Others manual f 140 Phone [07M) 7214S6 

CPC 164 COLOUR MONITOR, keytoard. 
Ovtw ioo games, plus manual and mag* 
zirtes, Harrjy ever used worth t300*. seA 
mg for El £5 Phone Brackley 703trJ9 
filter 6pm. 

AMSTRAD CPC612& wiih Ctfojr Wor^lof. 
second 3.5" 0»Sk drive, &00K lorrnamng 
sotiwiae. various games, joystck. 
Sfipt-deck and beads, Over 20 Amstrad 
Actions €360 ono. Tel <&203) 621517 after 

PARENTS! TEACHERS! Great 1/2 pnce 
educational software Better maths on disk 
tor all ages groups. Just £6.99, Send 
chaqu*TO lo John Auihony Goilogiy. 
LtkkBbrkk, Carrick Macrois County, 
Monaghan, Ireland. 



BUY DIRECT FROM THE MANUFACTURERS! 

These days you may find it difficult to locate Amstrad CPC software in the high street. 
That's why Supersoft, the UK's oldest software mail order company (founded 1978), has 
joined with Audiogenic Software to bring you the best in CPC software - direct from the 
manufacturers - and at very special prices! 



HOME OFFICE 

Word Style - you won't find a simpler word processor £9.99t £1 1 .99d 

Cashbook - home accounting at its easiest £9.99t £11 .99d 

Matrix - a powerful spreadsheet {and more) £1 2.99t £14.99d 

GAMES 

Graham Gooch Test Cricket - still the best cricket simulation £2.99t £4.99d 

Emiyn Hughes international Soccer - classic arcade simulation £3.99t £5.99d 

Impact- simply addictive, in the tradition of Breakout' £3.99t £5.99d 

Loopz - the most addictive game since Tetris' £3.99t £7.99d 

World Class Rugby - the best rugby game for your CPC £5.99t £7.99d 

Exterminator - briliiant conversion of a very unusual coin-op £5,99t £7.99d 

Emiyn Hughes Arcade Quiz - general knowledge, great fun £3,99t £5.99d 

Heiter Skelter - classic bouncing ball puzzle action £3.99t £5.99d 

interdictor Pilot - space flight simulator, 48 page manual £7.99t £9,99d 

Forestland - text adventure from the Classic Quests range £9,99d 

Goblin Towers - harder adventure from the same range £9.99d 

POSTAGE AND PACKING ONLY 75P ON ANY SIZE ORDER! (UK ONLY) 

SUPERSOFT, Unit 27 Christen urch Industrial Centre, Weald stone, Harrow HA3 8NT 
Tel: 081 424 2244 Fax: 081 861 1773 - Credit card orders (Access/Visa) welcome. 
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J O a if a My through tb« 
wonderful wo rld of 



Simon Forrester Is 
our guitte. 

You f ead about them every month 
in one or more, magazines. You rush 
out in your millions *nd buy them p 
pushing them up the Gallup charts, 
You^e turned them into a multp- 
milhon pound industry from the cult 
entertainments they used to be. 
Almost every day, in one form or 
another, you come into contact with 
computer games. It you're not 
playing them, you're reading about 
them, or you re watching television 
programmes about them. 

So what's really behind the 
hype? How did it all start? Was there 
life before Sonic? Of course there 
was. This whole snowball started 
rolling before your average consote 
owner was even a sparkle in their 
dad's beer. 

We're about to take an indepth 
took at the industry that is the sole 
reason for the existence of 
magazjnes like M. We're about to 
enter the world of computer games. 
Keep reading to find out how they 
started, how they evolved, and how 



they're produced today. We'll afso 
take a fo<A at how they might be 
going in the future, so hold onto 
your hats folks... 

Evolution 

You may flunk you J ve got a 
colFecbon of the hottest titles, with 
the coolest concepts r and the best 
action around. Well we hate to burst 
your bubble, but the stuff you rush 
out evtfry month to buy is anylhrng 
but original. You see, just as man 
evolved from fish, your latest title, 
maybe Prehstonk 11 is just a game 
at tiie end of an evolution chain that 
started with mainframe computers, 
and Breakout 

The odds are, if you're of 
average AA reader age. the 
beginning of Hits story is set before 
you were bom. We're going to start 
with the first video arcade game - 
the original computer tennis game. 
Pong. It consisted of two bats and 
one baN (no bonuses, power ups r 
extended plays, bad guys, flashy 
graphics, etc], Though you may 
laugh at this kind of thing these 
days, in 1972 this was real ground 
breaking stuff. But whatever you 
thmk of st, the video arcade game 
was born with this release. The 
craze swept America and Japan 
with great speed, stirring up a 
whole teenage Rene-ration pi 



gamers, and a huge amount of 
mdustnal interest as to what was 
corning next, 

AndJo, in 1974, to the first 
computer game a child was bom - 
Breakout. This was what's probably 
best described today as Arhanofd 
(without any bonuses, power ups s 
extended plays r fta shy graphics, 
etc). Following the immensely 
successful Pong, it couldn t fail to 
lake off , and managed to re-stir the 
initial enthusiasm that greeted Pong 
so warmly. 

A white alter, though, the scene 
was to p^k up again wrth Japan's 
contribution to the industry - a nifty 
little action game called Space 
invaders, tl was here that the 
arcade games scene realty took 
off - (he eager observers of the 
revolution started to produce 
computer ftarnes of their own, 
starting what was to be the 
computer game revolution, setting 
the foundations for the muib-milhon 
pound industry we can see today 

One of the more notable of the 
early creations was ScramWe, or 
Defender as you may know it today, 
ScramWe was the first horizontally 
scrolling shooKermjp, the point 
being to stop an alien race stealing 
cows from the Earth's surface. The 
reason you'll know (lie game as 
Defender these days is because 



that was Reversion that macte rt 
onto computer, complete with 
smart bombs, reverse thrusts, etc. 

Another offspring you'tf have 
undoubtedly heard of was 
Asteroids, The original flat bed 
consoles (a tabletoo with buttons) 
contained simply a vector graphic 
sp^.: nip shooting vector graphs 
asteroid s P Two player tables ai r 
entered the market ixobaijty 
drawing in^;' -n from Poog< 
having both players on the screen 
at the same time. 

What happened mx\ is maybe a 
sightly fuzzy area. You see. there 
wasn't any logical progression 
toward the games that followed, 
more of an innovative leap. Just as 
Pong was a product of inspiration, 
■J» early Donkey Kong games were 
quite a teap as wel. Bridging the 
gap slightly was Pacman. but to 
descf ft>e Pacrrun as a stepping 
stone between the two concepts 
would be wrong on two counts - 
the gaps are sbil ;oobig. .jnd 
Pacman was a full concept in its 
own NghL with a following crowd 
and an influential position just like 
any other. 

And so onward, then, to that 
next maior point m computer games 
evolution, the platform game, 
ftemembGr Doukey Kongl Alf ot a 
sudden, the emphasis moves 
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people, and concentrates on 
rescuing damsels rn distress, in this 
case being terrorised by a huge 
E*pe. What we've seen here »s a 
definite move towards progressing 
throtigh an environment rather than 
destroying it. This new concept 
was » whether the designers reahsed 
this or not, set So revolutionise the 
worid of computer games, from the 
relabvefy shaBow concept of space 
invader type games to the 
conceptually deep possibilities of an 
exploration game. 

Chvckie Egg, then. It's really 
only a slight variation on Donkey 
Kong, but yauli find a tot more in a 
game as simplistic as this that was 
totatty lacking in early shoos ern- 
ups. Think about it: 

* Empathy - when if s a roughly 
human shape plummeting to its 
death, getting eaten by a chicken, 
etc. the player really can become a 
loS more closely related to the 
sprite Ihey are controlling than they 
could with a triangular space ship, 

* Exploration - it"s also with the 
advent of the platform adventure 
that the age aid argument over 
points or progress was tipped in 
favour of progress. You see, 
whereas with a shoot-'emup, you 
mereiy pr Ogress onto a new wave 
of bad guys, platform games see 
you progress onto new screen 
layouts, new probtems P new 
enemies, and so much more. 

* Versatility - shoot -emups have 
always been lairty rigid m format. 
Even today, the most innovative 
that programmers will be is to add 
extra weapons, and different atens. 
Platform games, however, do not 
faJI pray to this design flaw With a 
platform game, you can represent 
almost any scena^O. any 
environment and any plot tunless 
rts based around shooting atens). 
In the past, we've seen platform 



games set us futuristic worlds, 
mediaeval towns, present day 
scenarios, stone age periods, and, 
well, you name 1 really, whereas 
shoot-'ermjps always place you in 
luUinstic space ships, flying agamsl 
some deadly invasion force. Yawn 
with a caprta) T + 

This is where we must depart 
from the worW of arcade games 
though, and loofc at (tie other side 
of the com, being the other half of 
the industry that merges with the 
arcades at this point: 



Before anyone else* serious users 
{those who came mto conlact with 
computers at work, etc) were usang 
computers to entertain themselves 
in one form or another {usually in 
the form of little games that ran on 
networks between the larger 
applications), Because the majority 
of ihese machines could only 
handle te*t, the games had lo be m 
text It's from this side of the history 
that we get text adventures and 
strategy games. 

These text adventures started 

OH very Simply, as dFversions to 
pass the tame. However, to a tot o( 
people they still held advantages 
over arcade games (due to their 
much more involving lor mat. and 
enjoy aWe styte - in a way p like 
reading a book). Over recent times, 
by the way, these games have been 
developed almost to the stage at 
which they are unrecognizable as 
bepng derived from the simple text 
adventure. As parsers become 
more and more advanced, and 
objects get more and more 
interactive, the user ts drawn further 
tfto the fdlse environment - but 
more cm that later. 

The next stage was ready quite 
a simple development from the old 
text adventure style. You see. a text 
adventure >s really sust built up over 



a section of squares, which, in the 
end t turn into a maze. So why not 
drop the descriptive plots, and just 
wander around a 3D maze? Hence, 
the maze game was born. Smce its 
arrival, it has seen many variations, 
such as Bfoodwych k and a few 
isometric games. 



If s at this point, then, that the two 
genres, being arcade games and 
quiet strategy games, came to joki. 
The result was, well, surprising. 
What they had effectively come up 
with was the arcade adventure, in 
all rts glory! These range from hugfr 
levelled platform games, such as 
Rick Dangerous H etc, to titles such 
as Heavy On The Magic. 
Bioodwych, etc. 

And we should also look to the 
future. In the quest to find a 
character or game genre wtih which 
the player can truly empathise, we 
have taken the computer game one 
step further - Virtual Reality, 

Virtual Reality Is a system that 
has come about only recently, due 
to the advance m technology, and 
processing speed. If you haven't 
already seen it (which. J imagine, 
would be quite hard), Virtual Reality 
is, in effect, Freescape through a 
helmet. When you turn your head, 
the view through your helmet turns 
correspondingly When you move 
your hand, a sensor in a glove 
moves your computerized hand. 



The 
Industry 



Of course, all these games donl 
come about by chance, you know.. 
The average computer game takes 
a hell of 3 lot of work. So what 
exactly does go ost behind the iron 



Game Styles 

Beat-'em-ups 

As we have already seen, early platform titles 
were the first games to tncorporate human 
beings into an arcade environment. However, 
people do other tilings asides from jumping 
around on ladders. Their other main occupation, 
it would seem, is fighting. As a concept, ifs 
perfect - rf s got action, a large amount of 
variables, and is a perfect target for empathy, 
The beat envup was (and is) a ground breaking 
concept, which has proved to be a constant 
source ol best sellers. 



Licences 

I take a look along the shelves of your local 
video shop, and compare film titles with the 
software collection at your friendly 
neighbourhood computer store, you will notice 
something - there are lot of games about films. 
Whetbet it's Hudson Hawk running around, or 
Clwe Sarker's Nightbreed characters on your 
screen, ifs a film licence. 

But tef s face it - there's one main reason 
why film he-ms are written, ff a film *s a box 
office hit, you can be pretty sure to catch a to! 
of attention with a computer game based on the 
film. This isn't |ust limited to films, however. 
Board games (Monopoly, Trivial Pursuit), books 



(The Fourth Protocol, and qu±z shows tBotf s 
Full House, Blockbusters) are also well exptored 
concepts tn the history of licences. 

Whether these games actually wort, ertber 
as games in their own right, or as tie-ins to the 
film (or whatever), is not clear. Having a popular 
licence doesn't mean youll have a good game 
on your hands - the game is just as likely to be 
naff as any other - it just generates more media 
attention when piggy baching on ft film. 

There has actually been one example of the 
whole process working in reverse - Erik The 
Viking, H you saw the film and enjoyed it r why 
not go out and find the text adventure game it 
was based on? 
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curtain at a software house? 

So you walk into WHSmith, and 
pick a cassette off the shelf. Maybe 
you've read about it in AA, and 
heard it's the nexl best thing since 
sliced bread. Whether it is or not, 
the same high amount of work and 
effort goes kilo producing the 
computer game that in the end, you 
buy. So what exactly happens? 



There are two mam sources tor a 
game concept. It's either a 
conversion from a different format, 
or a fresh idea. If the starting 
roncept is a conversion from 3 
different lormat, the actual freedom 
of the development team is 
restricted to an incredible amount. 
Sure, on frtxt versions of games 
that have already graced the 16 bil 
market there are always go<ng to 
be features that w»ll have to be 
discarded (due to processing 
speeds, memory restrrctions, 
machine s abSity, etc), but there is 
very little scope for anything to ever 
be added. 

Programming 

The one person who does tfos part 
is the actual programmer. This is a 
person who, when provided with 
graphics, sound, and game plan, 
turns it into a fully working 
masterpiece of machine code (the 
standard language for wnttng 
games on the CPC}. 

Graphics 

There can actuafly be several 
graphic artists, working on any one 
particular game at any one time, as 
the types of artwork required vary 
greatly. Take your average budget 
game, for instance, First, you have 
the packaging. Though you don't 
buy computer software on the 
Strength of the packaging, a badly 
drawn piece of artwork on the inlay 



is guaranteed to turn you right off. 
Next up, there are the various 
backdrops to the games. These are 
usually in the form of still frames, 
purely to add a nice graphs effect 
to the overall game, finally, there 
are sprites. Sprites are the lithe 
objects that move around on screen 
m any game, such as your 
character, bad guys, bullets* 
explosions, and the such. 



But what is a game without sound? 
There are usually two types of sonic 
work required in a game, being the 
title tune, and spot sound etlects. 
The brie tune may involve either 
covering an older theme tune (rf the 
game is a licence or cross format 
conversion), or writing a completely 
original tune from scratch W the 
game is of an original concept*. 

Debugging & 
Waytestfng 

This is probably the most critical 
stage m the de^elopmenl of the 
computer game The playtesting 
stage is where the game *s 
thoroughly played, and every bug is 
ironed out to make the game look, 
feel r and play polished. Let's be 
honest here, no-one wants to play a 
game, only to find a bug halfway 
through, Even if the bug doesirt 
stop you playing Hie whole game, it 
definitely gives you a very bad 
invpression of the whole thing. Now. 
we kid you not - playtestmg is 
actually a luN time job, in which, 
when you think about it you get 
payed iust to play computer games 



Quite obviously, the software house 
plays an absolutely vital part in the 
production and sale ol a piece of 
software. The software house wrll 
oversee the project, provide tbe 



pf ogrammers with anything they 
may need (rf the game is 
commj 5 stoned) , and manage the 
saJe of the game once it's finished. 

The first part of this sale 
process is to organise reviews km as 
many magazines as possible. In the 
case of the CPC F there is only one 
national newsstand mag iusl so 
some of the Earger fanzine* will abo 
receive copies 

Ne*t, the softie must duplicate 
the game and sell it to a distributor. 



A distribution house is merely a 
company Uvat lakes games, m their 
finished forms, and gets them onto 
the shelves of your tocal computer 
software shop, onto the stock tets 
of mail order firms, and generally 
distributes the game to as wide a 
population as is possible 

Some software houses choose 
to undertake this part of the sales 
process themselves, giving them 
much more Control, Unfortunately, 
most distributors would avoid the 
CPC due to low sale* prospects, 
antf so many software houses have 
to self distribute. 

It's only after the game has been 
polished till rt shines, and inspected 
with a fine toothcomb that is 
actually passed on to a magazine 
like AA for review. I then play the 
game solidly lor around two to 
three days, and put the review 
together This is not actually as 
easy as it looks - you have to say 
absolutely everything you want to 
say m a short piece of teat and stffl 
make it entertaining. Anyway, I 
erther love a game, or 1 btow rt 
clean away . If I love rt. the software 
house breathes a little tonty very 
little, mmd) sfgh of relief, and gets 
on wilh duplicating ihe game, to 
meet whatever demand they 




New Age 

When you Ihmk of puzzte games, you normally 
think of strange httle picture arranging games, 
that have ail Ihe attention span holding ability of 
a cauliflower Vou will find, though, that the 
launch of the astonishingly simple Tefrrt really 
shook the industry up a bit All of a sudden, 
people realized that rt didn't have to be 
complicated to be fun, and it didn't have to be 
famous to sell. 

So along came the troops of new age puzzle 
games we've seen around today, such as 
Puttric. Lemmings, Ppemama, etc. This 
avenue, now explored almost fully by the 
industry (with the possrble exception of 



Lemmings) rs now being gradually beaten to 
death by the public domain scene, which seems 
perfectly satisfied to churn out a Tetns clone 
per day, to people who seem willing to Spend 
their lives playing the thmgs. 

Obstacle Courses 

The invention of the scrolling shoot^erTHjp 
means a lot here By exchanging the ship tor a 
car and the invaders with other cars, for 
example, and scrolling the screen, Ihe obstacle 
course concept was born- 

Now, the odds are you can't remember 
playing any obstacle course games. Think about 
it though... Burmg Rubber? Crazy Cars? Road 



Blasters? Fire & Forget? They're just obstacle 
courses- with a different scrolling perspective - 
leading away. The obstacles here would be 
Other cars, rocks, bees, bends, etc. 

And if e not just racmg games - Marble 
Madness. Run The Gaunt/et, Commando and 
many other standard concepts are SFmpty just 
obstacle courses, tarted up to look hke original 
game ideas. 

Rote Playing 

By now you'll realise the advantages of creating 
a computer game from an already established 
theme. The one avenue that has only recently 
been adequately explored is that of Role Playing 
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With a bit of luck, if the game was 
finished, the review went well, and it 
reached the various outlets, you. 
the end user, have a nice new game 
to play. The odds are you didn't 
reafae the sheer amount of work 
that's gone into the cassette youve 
just bought, but at the end of the 
day r if the game s worth the money, 
and sells weU, it's time weJI spent 



Of course, ttks process doesn't get 
piayed out f ufly when a game is re- 
released, The main difference is 
that whereas wrth a Ml price first 
timer there is a team developing a 
concept and writing the game, a re- 
release doesn't need any more 
work from the programming team. 

0* course , artwork is re-worked, 
and a different infay card is 
designed, but the game itseff 
remains intact- Occasionally, a 
software house will buy the licence 
from a different company (in 
essence buying the game), meaning 
they are selling as game that was 
originally released by a different 
labeL but most companies release 
their old products under a different 
label Fot instance. Ocean use the 
label Hrt Squad, US Gold use the 
label Kixx, and Titus use the label 
Fox Hits. 

from the ootnt ol the software 
house onwards though, the process 
is exactly the same. 




ft" 5 probably worth mentioning that 
thrs process ts not just used in 
home computer games. When a 
cartridge machine is released, such 
as the Sega Master System, Super 
NE3, GX4Q0G, etc, a hundred or so 
programmer development systems 
are re3eased with rt. These are 



boxes that plug into a PC, etc, and 
aftow a programmer to write a Sega 
game on a PC, and 'download' it to 
a console to test it. The only 
difference, then, is the medium the 
game is sold on - being a cartridge 
instead of a cassette or disc. 

Construction Kits 

Of course, not alt games are 
written from scratch, A game is 
usually written in one of three ways: 

• From scratch 

Meaning the programmer does, 
m fact, start from scratch, 

• From a previous release 

Take the freescape series, for 
example. Though there was a lot of 
original stuff in the sequels to the 
original Drrffer, the main game 
'engine' stayed very much the 
same. After all. what would be the 
poin; in rewriting parts of a 
program that were already wrrtten? 

• With a construction kit 

There are some programme 
team that have developed rough 
construction kits for the creation of 
software. Level 9. for instance, had 
therr own adventure writing system, 
that allowed the emphasis to be 
placed on creative ideas within the 
plot and characters rattier than on 
wrihng (he program from scratch 
with each new release. 



The Future 



We've seen how the very first 
computer games began, and how 
they developed and evolved into the 
games we play today. This, though 
a little complex, rs traceable. 

But what about the future? Whai 
do the next few years hold in 
gaming technology? How will 
concept change? After aH, the 
technology that rims games like 
Super Caufdrm is the same that ran 



such overtures in naff as ffoiand 
tn The Caws, So how will 
technique change? 

Well, we can only predict what 
will happen in computer games by 
looking at what will happen in 
technology; and what has already 
happened in concept. 

Multi-Users 

The firs? mult) user video game was 
Pong. I think we can safely say here 
that the idea of more than one 
person interacting with the 
computer at once is not a new idea. 
When Gauntlet wowed reviewers 
wrth if s fun two player action, it 
wasn't r^aJly breaking any new 
ground But there were a few 
games that did. 

One such development, only 
really made possible by the growth 
of popularity of modems and 
telecommumcation wrth computers^ 
was MUD. This was I MultMJser 
Dungeon, designed for people to 
mg up fusing a modem}, and take 
part in a text adventure game. What 
separated This adventure from the 
rest was the fact that the 
characters you meet tn the game 
weren't computer controHed 
characters, they were other people 
who were playing the adventure at 
the time. This has an astounding 
effect on the game. There's a 
constant rnput of originality a ff Hi 
fresh ideas from the players as they 
interact which throws the whole 
problem of stunted characters wrth 
no real personality straight out of 
the window. 

This whole concept has since 
been repeated many times in the 
progress of computer games, wdh 
games allowing machines to be 
linked (take Power Wn$ tor 
e*ampte! r but these further 
attempts never ready matched the 
initial success and tang lasting 
appeal of set-ups such as MUD. 



Games. RPGs are a phenomenon that started 
during the 70s. 

An RPG ss sample in theory. A small group of 
people {ideally about fweh elect a Dungeon 
Master, The Dungeon Master then creates a 
wortd lor the player's characters to explore, 
conquer, or carry out specific tasks in, under 
the rule of the DM, Amongst other things, this 
world will contain other characters (controHed 
by the DM), that can be fully interactive because 
they're controlled by a real person. 

Character fighting, spell casting, energy, 
strength, etc. are calculated using tables, 
charts, ancJ equations. This has always been the 
main downfall of I he RPG system - the 



mathematics, H just so happens, though, that 
maths is the one thing computers have always 
been excellent at. so it would make sense to put 
an RPG game onto computer. Why haven't they? 

Well, several games have come reasonably 
close to the format, such as ihe Heroes Of The 
Lance series, and more recently Stoodwych, but 
all computer RPG systems face one major 
problem - a toss of the fully interactive side of 
tilings, So unless artificial intelligence is 
mastered, we may never see a fully interactive 
computer RPG. 

Scrolling 

Take Space fnvaders. You're there, shooting 



aliens. Fab, Not exactly going anywhere, 
though, are we? So what happens if you start 
the whole thing scrolling, so. in effea you're 
going somewhere? 

It was this action that gave way to some of 
the greatest classic games ol our lime. 
Defender is just a horizontally strolling Space 
Invaders, with a lew tweaks here and there 

Strategy 

Oh ick. It's the one side of computer gammg 
that has traditionally turned avid game lans 
stone cold. Why? Well, no-one's Quite sure, Vou 
may think WeB, Ifs because games hke that are 
stuffy*, but if that's the case, why do people 
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With the steady increase in 
reliability and speed of national and 
international communications, yon 
can expect to see a few further 
developments in the MUD field 
incorporating graphics, and 
hopefully a little bit of action. 

The possibilities realty are 
endless - imagine playing Elite, arid 
flying against a real person who's 
sitting hundreds of miles away, 
Imagine flying along* and every ship 
you pass is a real person. Need we 
say more? 

Technology 

So how will technology develop? 
Well, this is probably quite easy to 
predict, You see, there are two 
main considerations when looking 
at computer technology from a 
programmer's point of view - 
speed, and capacity, 

All computers are timed by 
some kind of internal clock. Though 
if s not a cfock in the conventional 
sense {it doesn't actually know thfc 
timet, inside your CPC is 3 quartz 
crystal, oscillating fast enough to 
produce a frequency in the MHz 
rajige. As far as the CPC is 
concerned, this frequency is 
converted into electronic pulses 
every 300th of a second. 

This cfock could, quite 
obviously, be upgraded. If you were 
to replace your CFC's crystal with a 
unit that produced a higher 
frequency, the rest of the internal 
components would freak out (not 
being designed or built for an 
increased speed), but faster 
crystals can be used when 
destgning new computers. The 
basic rule here is that the faster the 
crystal, the faster the machine - a 
machine running on an 8MH1 
Crystal will run twice as fast as a 
similar machine using a 4MHz 
crystal. This increase in speed can 
already be seen in some console 



machines and many of the more 
powerful home computers, so just 
think what you coukJ with, say, a 
Mega Drive that ran at twice the 
speed - twice the number of 
animation frames, faster moving 
games that da n't suffer flicker or 
rough animation, the possibilities 
are endless. 

Opacity takes care of every 
pffiSf feature of a computer game 
that's not accounted for by speed, 
Wrth new advances being made all 
the lime in the amount of memory 
that can be stored on a chip, 
methods of storing data, and 
systems for effective information 
compression, games literally keep 
growing in size - with more 
backdrops, larger playing areas, 
more bad guys, more levels, etc. 

You see, everything else, in the 
end, comes down to either speed 
or capacity. Music, for example. 
retie$ Or? both, requiring vast 
amounts of memory to store an 
average tune r and a large amount 
of processor time to get it out 
through a speaker. The same can 
be said for animation, which a*so 
requites memory to store extra 
frames in a sprite's movement md 
more processor time to display 
these extra frames, 

Real Environments 

In many ways, real environments 
have already been realized by the 
computer market. In many arcades 
today, you can play Virtual Realrty 
games. These may be racing 
games, or more Driller ish- style 
games, but they are beginning to 
imitate real environments. 

A real environment you see, is 
not a simpte as it seems. To create 
a real environment on computer, 
you don't actually have to create a 
real environment - you merely have 
to present images, sounds, etc r to 
the user in the way that they woufid 



be presented m 3 real environment 
Hence the VR fralmet - a headset 
containing view screens rn front of 
the eyes, and speakers for sound. 

In effect then. The only thing 
holding VR hack from instating a 
real environment perfectly is the 
graphical ability and processing 
Speed of the computer running the 
environment As graphical 
capabilities and storage systems 
tmprove further, though, the detail 
and complexity of possible virtual 
worlds rise with them. 

Artificial 
Intell ige n c e* 

One of the man selling points of the 
MUD system was thai characters in 
normal computer games are always 
incredibly false,, incredibly stupid, 
and incredibly starched. 

This isn't a product of bad 
programming, but a product Of the 
limitations of ant electronic circuit 
to emulate a real personality. Once 
we create a computer that can 
achieve this, weVe created 
artificial intelligence. 

Contrary to popular befcet 
artificial intellrgence is not about 
making computers think . Tbe only 
criterion for Al is to make a 
computer respond to stimuli m a 
way that it would if rt were thinking. 
This does seem to break the 
problem down into a Slightfy more 
stomachable chunk. After all, the 
most you can say about anyone is 
that they act as if they would were 
they intelligent. 

As research continues into this 
rather tricky field, and advances are 
made in techniques of programming 
Al, the computer game industry 
sees advances, rf watered down a 
litlie. m the form of more 
interactive characters. And when an 
a*ien tries to outthmk you in 
combat you know thing are getting 
just i irtUe too deep. • 
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Flight Sims 



enioy working out methods of completing levels, 
killing people, etc, rn fast action games? Surely 
that's strategy as well? 

The point is that for any game to be in the 
least bit challenging, it must make some 
d^iijiuk on the player's strategic skills. It 
there's no challenge, there s no game. The 
problem only arrsns when a name is served as a 
pure chunk of strategy, with 110 action as 
enter torment. These games rety wtioHy on the 
user enjoying the mental challenge as opposed 
to the adrenabne. Be it Chess, Bridge, or the 
Bartfe of the Somme 4 unless there's an element 
of action, most games players will run 
screaming mi the other direction. 



So who's left? Those who enjoy the 
challenge, and prefer to play mental games 
rather their counterparts that test reflexes and 
co-ordination. There is nothing wrong m this, 
Strategy games are fun m tlx? sense that people 
do enjoy playing them enough 10 write them It's 
really jusl a case of whatever lights your candle* 

TWo Players 

The whole concept of more than one person 
playing a computer game at once has really 
broken a lot of fresh ground oi late. Starting 
mainly, as far as arcades are concerned, with 
two player Asfertwtfs, and with Multi User 
Dungeons for the adventuring side of things. 



By now, the idea has been used in puzzte 
games (take a look at Potter 7efrrs)« beat 'em- 
ups (Double Dragon), platform games {Subbte 
Bobb/el and just about any other genre you 
can think of, The wbote idea of competing with 
your friends til an alternate reality has an 
obvious appeal 

Of course, friends don't always have to 
t ompete. Take B/oochvycfc« in which you can 
journey round together, or separately, 
depending whofly on how you feel at the time- 
It would take a certain amount of 
cooperation to actualry complete the game r 
but completing it doesn't always have to be 
your mam aim, does it? 
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Part three of Tim and 
Simon's writing adventures 
from scratch series. This 

month - objects and puzzles. 

, . 

WeYe getting near the end of the creative bit 
now. Alt we have teft to do is dot some objects 
around the place and work out some puzzles, In 
terms of programming, the treatment of objects 
and puzztes has to be kept separate so Simon's 
going to be dealing with them in two lumps. But, 
for the purposes of desrgn, objects and puzzles 
are inextricably finked - the solving of puzzles 
usuafty involves the correct use of objects. 

One of my pet hates in the puzzle department 
is the frequent lack of logic. A pu2*le should be 
puzztfig, of course r and if the solution is too 
obvious then your player will soon get bored. On 
the other hand, ftiough, if your player gets stuck, 
looks at the cine sheet and says Yeah, right. Like 
l was reaHy going to think of doing that/ then 
you've lost them. 

For instance, never, ever, ever have a magic 
rock that only opens if you're weaning a hat. Hats 
don't open doors. Keys open doors. Magic spells 
open doors, if you insist, but hats never open 
doors. Not even my own special magic Ctevetend 
Indians hat opens doors. Ever. your player 
arrives at the door without a hat and finds the 
door won't open, they'tl go off m search of a key. 
AJl their energy wilt be focused on the acquisition 
of a key and they might weft ignore a hat if they 
find 1 When they find out the k>ck was actuated 
by millinery, they'll hate you. They'll stick pins in 
models of you, They'll send letters of complaint 
to AA about you. You'll find yourself being 
snubtttd at social gatherings, Eventually youH 
have to change your name and retire to the 
Hebrtdes. When you get there, people wrll say 
Aren't you the haMock fellow? and you'll die poor 
and unloved. Don't do it. 

Puzzles need to be logical and soluble, but 
not necessarily straightforward. Let's get back to 
the locked door, You need a key, but just walking 
round the corner and picking up a key wouldn't 
be much of a challenge. Try to think of some 
clever way of getting the key. Its not a bad thing 
to leave your player completely stumped if they 
say 'Yes, of course, how clever" when they find 
out whaCs going on. Anything to do with hat- 
operated doors r though, and you might as well 
kill yourself Straight away. 
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So what about our little adventure? We need 
washing. It wouldn't be much of a chaBenge if 
there were only one freap, so we're going to have 
two. And because there's so much, it wouldn't be 
that much fun if we could psl carry it about. We 
need a bag. There shanl be any in the house so 
well have to leave and buy one from a shop. It's 
beginning to get a littte bit puzzling, isn't it? 

The front door of the house win lock behind 
u$ d so we need a key for that (and weH irritate 
the ptayer just a little by not tefling them, And 
finding a washing bag might be a little too tricky 
so we'll put a note on the kitchen wall reminding 
as to tHJy one from the bag shop. We ought to 
put some money tn the kitchen, too, or well not 
be abfe to buy anything. And in the living room. 

What we need for the programmer, then, is a 
complete list of a4l the objects with a brief 
descripbon and the* starling location. That 
should pretty much do it for a start. 

Don't forget either, that objects can be 
included in the game rnerely for the purposes of 
entertainment, A picture on the wall, for instance* 
might not be needed to solve a puzzle but it 
would be nice if the player could 'examine' rt to 
find out a bit more about it 

Once we've defined the objects, we need to 
tell the programmer what they can and can't do, 
what needs to be done with them in order to 
solve the problems. 

We should for the sake of realism, have some 
sort of wetght system, or maybe a maximum 
number of items that can be carried. 

As you can see, the list is pretty simple and 
doesn't incfude very much superfluous stuff. The 
puzzles aren't especially complex either. But it's 
just an example. What do you want for £2.95? 

Any road, although we started thinking about 
plots and such when we started, it's not really 
until we get to this point that we can start pulling 
things together. So next month lit be trying to 
round everything up and give some overall 
picture of our Ifttte game, together with any other 
general thoughts that occur to me. But now if s 
over to that Simon chap... 

The techie bit 

Cheers, Tim Objects. Right. Each of Tim's 
objects has a name, a description, a starting 
location, and a few notes saymg whether it can 
be packed up, how much it weighs, and what tt 
actually does. We re gomg to store most of this 
m variables, in much the same way that we 



stored room data, first up T object names. 

Each obfect we store has two names. The 
first is tfte name it gets in descnpbve text and 
the second is how we want the usee to refer to it 
For instance, it you took, say, a hat fevil laugh), rt 
would have &e descriptive name of a purple hat 
and the user name of hat- This is so the user 
won t have to type a purple hat every bme they 
want to refer to it. 

The location, description, weight and mobility 
of the objects can aJI be stored in variables as 
well We only need to set up one varia&te, 
however . Wei cafi it obj£ ffs set up by B* 
CtimmafKl: 

The 16 means we can have a maximum 16 
objects throughout the game (this can be easSy 
increased, but is set tfts tow to save memory). 
The 5 represents the five things we waot to store 
- descriptive name, user name, description, 
weight (a wetght of 0 means the object can t be 
moved), Our hat, then, has the fofowing it it s 
variables: 



Desc name 
User name 
Location 
Weight 
Description 



:a purpte hat 

:hat 

:I6 

3 

:lf s a rather 



garish littte hat with a key motif. 

0K r so now we need to take a took at the way 
the variables for the rest ol the game are set up: 

fflfl-'-Stt -up -wambles 

340 -FM #;1 ■» 18 

J60 ■ aJ-BINf (UftL("J"+al ) , 0 ) 

m m b-i K'7 snp-B 

i)) 

Nt'gKI'4 
419 RETURN 

42fl&mafl,22,22,Q2,*M2,08,08 
438-BflIfl-*e.i2 r a*,8* J *D J Oa,W i 80 

All we need to do now is insert our little object 
variable reader routine at line 401 onwards: 

401 'DM -flUHltjH 
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L 



iu»mi>«si-i0»i-9 

WS-HEXT s 

And the data at Fine 431 onwards: 

431 ■ MT A ■ « h u a shlnf - nich i n ( , m ch i n* , 1 ,9 
432 -6ft I ft >■ ■ . -It* looks - 1 rather -«d i 
ws -«ashtaf.-MC]iine. ■ I • bit • y ou -cov 
Id 'put * r 4 K SOAt i iu shiivs k ift* then i *It-aIso 
4- ■ ■ - slot- for 'Coini'^id-ft-dr^e^'fo 

4 i 3 ■ MM ■ J ■ th» if , chair, i r 0 

434 MM* P - ■ -Ifw-ilodu- loaJthjpUiH 

c - chj ir > < - but -ycy could >probrtl]i $ i t on« 

it/ 

Weve only given you the first few lines of 
data, as it's just a repeat of Tim s table, but in 
program form. Space prevents us from printing 
the whole of Tim s (1st so you'll have to wait for 
us to twt the whale thing on 3 later covertape. 

There a*e a few thmgs to note here; First, 
objects rhat only become available to the user 
after examining something etse have arr object 
location of 1 7. This is not a real location, but a 
nice place to store everything that shouldn't be 
ot> the map just yet 

Second^ we can freety after any objeit 
information once the game is in progress, as it's 
been read mto variables at the start, and will be 
accessed via the variables throughout the game, 

Thifd, the location we'll be asstgrang to the 
user's pocket will be 255 (no real relvence, just a 
number} The need to give otjjects locations that 
donT show up on the map is obvious - you don t 
want to be carrying something that stays in the 
place you stolid have picked it up from. 

Fourth* this system is for objects Do not 
define anything even vaguely alive using ttt& 



system, because the user will be able to type 
EXAMINE GtRL (dodgy), PICK UP GIRL <nsky), or 
even TAKE GIRL (will WHSmiths stock this?]. Well 
do characters some other time. 

Right, Weve got loads of- objects scattered 
around our map, and we need to interact with 
them. The three main commands we'll be adding 
to Our game, then., will be TAKE, EXAMINE, and 
DROP. We II also throw m an INV (inventory) 
because we love you. 

Qkay, once we ve added all ttie object data, 
and renumbered the program, the tine that marks 
the start of the description display routine (ca)led 
whenever a room description is needed) is 760* 
The listing looks fike this: 

768^ 4 -B isplayrowdescr tpt ion 
770 RESIOHI 838 
790 FGJU=iT<M*c 

m*nm>&t 
m mm 

Jo display which objects are in the room, we 
add the following routine at line SU : 

■613- IF ■ M<ofc j*( o, 3) >=1 do ■ THEM -PRINT - obj 
U4-HEXT<o 

81S* IF j f lg=8< THEN -FAINT - "nothing -of - int* 
ftf»nUNI* ll lNt ^t'i*uck-*b*." 

As you can see. it was really quite simple. The 
flag (%] that is set when an object is fouftd to be 
in the room is simply so that if there are no 
objects in a particular location, the sentence can 
still be rounded off neatly. 

So now you can wander round the map and 



text does seem to recurr {yoti'li continually see 



the phrase "but not much else"), and this could 



be fixed at a later date to pick any one Of several 
possible strings and print them. 

The other problem you may come across is 
the fact that words may be split over a line, or 
whole chunks of text will just skip onto the next 
line down. This doesn't exactly took ail that 
beautiful, but bear with rt - this is just the bear 
bones of a game, remember. At the end, we'll 
probably run an episode on tidying everything up, 
so cross your legs and wait for a few monlhs. 

Right now r though, we need to insert a line at 
the parser to patch in our take routine. The site 
looks tike this: 

2Ee-IF^I(i>^UESI a 0B-«f«»± B H"TilDl*a$V 
B 114€:GCT0 110 

•m 

2H-FRINT- B ---C«M'igah? B 

And we need to patch in another tine; 

275 * IF < aid) - " TAKE 11 Wt < *IU J -"CUT n THEN - CO 
Slffl'ftNsGQTO'lie 

So alt we have to do now is create the routine 
to pick up the object. Welt we would, but 
something tdls me we must be near the bottom 
of the page by now. so I'd best leave that trH 
ne*t month. It might be a good idea in the 
meanfbme for you to try knocking up a vef skm of 
TAKE - all you have to do is check whether the 
object is in the room, and move to room 
number 255 (your pocket). Wei deal with 
weights next month as well, as I think HI be 
getting both pages. TMI then. • 



1 object 

Mere's a list of some of the objects from the 

game, jet out like this (for lha programmer: 

Object 

Description 

Starting location 

Weight 

Notes for the programmer 
a washing machine 

It look* like a rather ordinary washing machine I 
bet you could put some washing In there. It 
aJro hat a stot for coins and an drawer for 
washing, powder. 
Launderette (1| 

It can't be moved. It needs to nave washing 
powder money and some washing in it before 
m\ work. 

a very nice packet of washing powder 

rt look* like just the sort of thing you need to do 

the washing with. 

Washing powder shop (6J 

Weight 4, unless jfs in the laundry bag. in which 

case 0 

It needs to be bought from the shop keeper 
person If the player hasn't got the money from 
the kitchen AMD the living room, a warning You 
probably won't have enough money to do the 



washing' should be £iven when they attempt to 
buy it 

some coins on the table 

My, my r some money, It's in your house %q rt 

must be yours. 

Kitchen (7) 

Weight 1 

They can be moved, 
a note 

IfS in your handwriting. H says, 'Dont forget to 
buy a laundry bag/ 
Kitchen (7) 
Weight 1 

IE can be moved, but why bother? 

another pile of dirty clothes 

it looks like another heap of your hrthy clothes. 

Bathroom (8) 

WeiRhl 5 

ft can be picked up, only if the player has a 
laundry bag or isnt carrying the other pile of 
clothes. The warning 'You need a bag of some 
sort' shouid be given. 

laundry bag 

It's a bag for putting laundry in. It took* tike it 
might be just the light size. 
Laundry bag shop (14) 



Weight 2. When full of washing 6 
ft needs to be bought from the shop keeper 
person. If the player hasn't got the money from 
the kitchen AND the living room, a warning 'You 
probably won't have enough money to do the 
washing' should be given when they attempt to 
buy it, 

sumo coin s 
Hurrah, you're rich. 
Living room {15) 
W*fght 1 

Can be picked up. 
a pile of dirty clothes 

It's a ragged heap of dirty clothes. They all took 
like they could do with a jolly good wash. Maybe 
you should think about that 
Bedroom (16) 
Weight 5 

It can be picked up and moved, but only if the 
other pile (room 8) hasn't been picked up as 
well; It can be put in the GAG, 

Other notes 

Max weight carried - 9- If player doesn't buy a 
bag and makes two trips to the launderette, the 
washing will be stolen. If they try to wash the first 
lot while they collect the second, they won't have 
enough money or powder, 
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Last month we toiik a look at 
a ProText enhancer called 
Pro Print, Mow Pro -Ext has 
come along so we thought 
Simon Forrester ought to 
compare them. 



pack 
featu 
tithe 



Th* Prg Ext nunu^ lelk you that the idea 
for the software came about at a meeting of 
CPC bod?. This meeting took place over a 
year arid ii half ago (1 was there as well}. Hft 
one of those cases of In credible bad luck 
that it was boston to the drop by 
Campurfiofts ProPtmt 

As far as what the package actually does 
it concerned. you'll just have to read the 
Preprint reviwlnt Issue II uee no point in 
repeating things} What we're going to do 
today is compare the two packages. 



but there is & problem. Whereas you're 
stuck with the fonts that Pro -Ext gives you, 
Pro Print comes with a comprehensive 
character designer, allowing you to create 
new fonts and alter existing ones, 
Increasing the flexibility and power of the 
package no end. Sadly, Pro- Ext lucks this 
feature, and so unless Sentinel release 
either a font designer or extra fonts. Pro-Ext 
users will come a little unstuck. 



Help! 

First off, documentation. Pro ExH manual is 
laser written {actual letter quality, like this 
page), making it very easy to read, and 
contains all its information in smalt, easy to 
swallow chunks, though slightly shabbily 
written. There is also a Ifttle RAM manual in 
memory, which gives instant heEp on any 
Pro-Ext feature {help that maybe should 
have been included in the manual). 
ProPrinfs manual i% completely different 
It's printed using ProPrint and a 9 pin 
printer, but due to the qtjattty of ProPrinfs 
print-outs, this doesn f make it at all difficult 
to read (ff s also a very good example of 
ProPrtftfs capabilities). Eiimpfe font sheets 
and extra graphics sheets ire also there. 

Fonts 

Enough about the manuals If you've read 
last month s ProPrint explanation, you'll 
know that both packages jre concerned 
with using new fonts and the like within 
Protect Both packages come supplied with 
a range of fonts (though ProPrint has 
slightly more] that are ready for you to use 
from within the packages to get you going, 



wins 



There is an uva in wiilch Pro-Ext wins 
twmds Lin am. and that i% if 6 ability to print 
graphics. ProPrint lacks a graphics option 
altogether h whereas Pro-fxt hat a graphics 
converter program, to tet you use picture* 
of varying formats. Twit fine for fancier 
tetter heads, but has no use in fanrine 
layout, etc, as neither package has a 
columned text feature, and so would be 
useless for most OTP applications 



Just how easy are the two packages to use? 
Well ProPrint uses an entirely new printer 
driver set up. and so employs the whole 
range of printer code characters to set up 
parameters, styles, etc. These codes, as 
well as a set of external commands (to be 
used through the Protect command line), 
cover all areas of printing quite well, and 
give a user friendly edge to the package. 
There are stiil a few control codes left 
unas signed, so you still have a few to play 
with if you want to. 

Plro-Exfs codes are not really as friendly. 
Only one control code is used (with Pw-Ex( 
commands inserted immediately after], 
leaving more free to set up how you wish. 
This, however, isn't nearly as easy to use as 
Campur soft's package, 

So. both packages have advantages. If 
you want to print graphics (clip art, etc}* 
Pro-Ext is your only choice. However, if you 
want the ability to design or alter fonts to 
your individual tastes, youll need fVoPlritof. 
The package to buy is , to be honest, 
ProPrint as the lack of column facilities rn 




V**, ytf .yH, that" i all very pretty and 
everything, but get Oft with lt f pfttSi. 



Those thoughtful people tit Sentinel have 
even provided u* with a graphics converter. 

r*rtee «*i-r O 




3-JH fr*r 



HE STERN . I HT GK 



Pro Ent come** supplied with a good library 
of font* And a tiiir frw biM of art as well. 

either package make printing graphics 
fairly pointless (no use to DTP fans)* <*j»< 
It s a real pity that Pro-Ext doesn't a font 
designer, or ProPrint doesn't have a 
graphics options, but that's just the way tt 
goes, I suppose. These may be f e attire* that 
Campursoft and Sentinel look into in the 
near future, which would most definitely be 
a Good Thing. For now though. Ms vote 
goes to Campursoft. • 



Contact 



If you want to get your hamis m a copy of Pro- 
Exfc m cost £14.99 from Sentinel Software: 
Sentinel Software 
41 En more Gardens, East Sheen 
London, SW14 8RF 



For a copy of RroPrtftf, sefld £1 5.99 along to 

CampursoH, at the fotiovwg atkire&s; 

Campursoft 

10 Macintosh Court 



Glasgow 
G31 2HW 
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ISTRAD 
ACTION SAYS 
"TRAKERS IS 
A DAMN FINE 

GAME" 



f TTT 



AMSTRAI) NCI 00 NOTKPAI) 
COMPUTER 

WE ARE OFFERING THE AMSTRAD NCI00 (SERVICE 

STOCK), FULLY BOXED. COMPLETE WITH 
BATTERIES, MAINS ADAPTOR, USER INSTRUCTIONS 
AND CARRY POUCH FOR THE UNBELIEVABLE PRICE OF ONLY 



£99.99!! 



DO YOU WANT TO MAKE THE MOST OF YOUR 
AMSTRAD?.... YOU DO? WILL TRAKERS HAS OVER 
100 SCREENS, LOADS OF TRICKS & PUZZLES, SUPER 
HIGH SPEED ACTION AND IT S ALL ON THE AMSTRAD, 

IF YOU WANT TO PLAY A "DAMN FINE GAME" 
CONTACT GARY OR SCOTT AT THE ADDRESS BELOW 

32 LOSTOCK ROAD, SEEDLEY, SALFORD, 
MANCHESTER 

MAKE CHEQUES/PO S PAYABLE TO 5. KENNED 



< RECOMM EN 1>F.I> RETAIL PRICE: £199,99 

YOUR NCI0O CAN BE DELIVERED WITHIN 24 
ItOt RS OF PLACING YOUR ORDER WITH US BY 
CREDIT CARD (IF PAYING BY CHEQUE, PLEASE 
ALU)W 4 WORKING DAYS TO CUZARi 

AMSTRAD 9512+ DAISY WHEEL PRINTER 

BRAND NEW, COMPLETE WITH MOTORISED 
PAPER TRACTOR FEEDER, SOFTWARE AND 
INSTRUCTIONS (ONLY SUITABLE FOR THE 9512+ 

COMPUTER) 
CAN YOU HEAT UNITRADI 'S PRICE OF 



£39.99? 



RETAILS @t£!29.!W 

ALL PRICES JMCUJttfc VAT, PLEASE INCLUDE HSR ITfcM IOR NEXT DAY DtXIVJiRV 



++* VISA/ACCESS ACCEPTED *** 
PHONE: imm) 655797/ftS5fl0 1 FA X :063U 6556K3 
I NITR \ I)E , UNIVERSAL HOI'S K, TERN VALLEY 
III SJNESS PARK. MARKET DRAYTON, SIIROFSHIRK 



wAiYiWf\ iy v m®w* n s bye now 



When the MULTIFACE was launched m 1986, 
it was an outright winner. No one has ever 
come up with such a powerful, useful add-on. 
Labeled the essential CPC companion, this 
MULTIpurpose interFACE proved to be an 
absolute Godsend for the Amstrad CPC users. 
Remember the first tfisk drtve on the CPC 464? 
Suddenly the loading Cook seconds rather than 
minutes from rapes. Except that there was not 
much to toad - very littfe had originally been 
released on disks and there was no facility to 
transfer programs from tapes to disks. 



THE SAVIOUR 



This is one area where the MULTIFACE saved 
everything • literally. The Wack magic box could 
stop anything any lime and SAVE it to disk or 
tape. When Ihe 61 28 came with a built-in drive,, 
it was left again to the MULTIFACE to do nil the 
transferring - and to perform other miradea.,* 
So. in case you Just came from Mars, what 
does a Mult^ace do? First, it sits at the back 
of your CPC P its magic button aJways ready. 
Press It, and the MULTIFACE takes control! 



ACTION! 



Oik# in action, it freezes everything and il 
displays its own menu Being ftflfy menu-driven 
and error-trapped, you'll pfobabty never need 
the full manual lhat comes with the Multiface* 
Wosl operations are also entirely AUTOMATIC, 
so to SAVE a game once yog stopped it, you 
juat flam* it, insect OsMape, and press a key. 
Vou can the*i return and continv* the program. 
If you get boater, later on, just reload from where 
you saved Jast and play just from there again! 
No need to go back to the start alt the time, Or 
even better, the Multifaee altows you to POKE 



INFINITE LIVES 



listed m this magazine and you'll n&vgr loose 
The MULTIFACE cornea with a built-in TOOLKIT 
that sets you rrapect/aJterfdump the CPC RAM, 
It also has its own 8K BAM and BK ROM, 
Many top programs were written with the aid of 
the TCOLKiT and the extra 8K RAM. And do 
you like the screen shots in this magazine? 
They are all produced using the MULTIFACE! 



When we announced earlier that we were to 
pull out of the 8-bit market, the surge of interest 
in the MULTIFACE was such, that we had to 
make many more. And nof |ust the MULTIFACE 
■ we also have the one and only dts assembler. 



THE INSIDE 



that lets you we and after what happens any 
time anywhere inside a RUN NING CPC program. 
This is a unique de-bugging/development aid. It 
comes on n disk And loads inside a MUL.Tif ACF. 
Press the magic button and the INSIDER wNI di- 
sassemble* find text/code, dump the cpc ram 
to printer, etc, Get it at HALF-PRICE for £7,35 f 
As this goes to press, we still have plenty of 
stock of both th£ MULTIFACE and INSIDER 
However we can't go on manufacturing for ever. 
The MULTIFACE is terrific: value, in fact more 
for the customer than for the manufacturer... So 



HURRY! 



in any case we wi)l only accept orders when we 
can supply the goods and we give a fuii guarantee. 
Plus we still offer up to £15 OFF! mail orders t 



Y<HJ MUST NOT peadMCta t$ copy, r*pn?duce Or irlfrvi^a n\ nny Vrffry ft t$e Srtv r:OpV Y 'i0l"rt liittatiftl tf*'J \ol^ fitf permispioo -rl 

copyright q wuIl Vv* do ritith^r csnd^ne nor *LHhar!-*e 4hn -,jnr of dui product* for the repreducBcm of copyright milan*l - to do *o ia 1LLEGAC.I' 



I order a MULTIFACE 2 for CPC 4S4/g1ZBD t*f-*a E34.95 or for CPC +□ £34 96 



PLUS P&P per item; UK / Europe £2 Overseas £3. 
I andosfi a cheque/PO/cash for £™.^„.„. or debit my Access/Visa No, [ I I T T I I I I I I I I I j I I Card Exp 



RODOsOre**6 £14.96 RODOS XTRAD lnlSIOERlI)*t+«£7.9& 



Name/add rest;. 



ROMANTC ROBOT, 54 Deanscrof t Ave, London NW9 6EN S 24 hrs 



061-200 8670© AA 




TECHNICAL FORUM 




Richard Fairhursf is our mate, 
He writes the Techie Forum. 
He tried to hold a meeting 
But he didn't have a quorum. 
(I've told you once. Out! - Ed) 



Assembly defects 

I have a 6 128 Plus and Amor's Maxam 2 
assembler on disc for CP/W Plus. It is great foi 
editing listings, but f have a problem when it 
comes to loading and trying out my programs, 
have tried some of Andy Prices routines and 
Simon Forrester's bouncing ball routine (AA93) 
and sonte listings ol my own. They all assembte 
without en or s or warnings, but the computer 
crashes when 1 CflU MOQfl (atl the routines 
originate from HflWJ. I did get one routine to 
work, though, S _ pBm 

I've tried foadtng atl my other programs in tfrrs 
way P and by is suing 5 v w» l ftf IES 2SE (to collapse 
the user<lefmed character area), entering WEHOfiV 
I3FIT, loadmg dummy input files with OFEHIW, and 
loading with L0»*f i I roue .COT , 1496? (which 
usyalty gives a syntax error), but nothing seems 
to work. The computer always crashes after the 
CALL. I have used my Multiface 2 to chech the 
area just above M88B after loading the routines, 
but it is full of leroes, indicating that the 
computer hasn't actually loaded the data, 

I would also be grateful if you could explain 
what BDOS is, if vt is any use and how I can 
access it. Is it oniy available under CP/M Plus? 
Also, how do you get a machine code program of 
your own to run under CP/M? 
Paul Yates 
Bolton 

BaJ 





(Mcwr mitid about a ufrtiart . I'm offering 

£5 for tta M r**m* far Tmk t mrsX . - Ed) 



As say, Maxam 2 U a CP/M Pfus assembler 
There is a difference between AMSDOS and 
CP/M Pftrs fttes all AMSDOS 6ies have a header, 

wtoch confains ^formation about how long the 
file is, what type of fife it is. its execution 
address, etc. In contrast this is afl reflected in 
the threeletter extension under CP/M Plus ( COM 
indicates a rumable CP/M PJus command, 
starting and execuhng at AIM, for exampfeJ, so 
there is no need for a header. 

The only AMSDOS fifes which don* 
need a header are text fites. Maxam 2 has 
generated a fife without a header fas ifs 
designed for CP/M use? r so when you come 
to toad the ft/e into memory from BASIC, 
AMSDOS fhrnfcs thai the fife is a text fiJe P rind 
consequentfy refuses to toad rt drecffy info 
memory. 7Ju$ explarns the Syntax error' and 
absence of any successfully loaded code. 

Try reading through your Maxam 2 
manual to see if there ts any way to generate 
AMSDQS-type files wrth headers on fusing the 
extension .BIN may help). Alternatively, the 
tolfowing listing will loarf in any headerless disk 
file to the address specified: type CALL 
4 AF8B/fil«u*tV address - the code is 
fully relocatable 



18 TOR i=AAFH » 4AF2F 
28 FlflD At: POKE MftLfV+ftti 
30 NEXT n 

49 DATA DDi(E^08«NiS(i61iE5jDfrj£ti6£iDD 
,54,83,46, £3,51 

58 DATA eS.SCJBilliUiaiCftiTT.KpUpM 
£8 DATA 41 J rr J N l 3E l 42 J 0S l EB l CD i ^K P C3 

Save our screens 

I have been learning machine code lor about four 
months, and I have used it m my program 
Death's Dark Dungeon to print the 20x20 level 
map to screen. During the game I wish, when jt is 
paused, for the instructions to come up When it 
is unpaused; I cannot reprint the level because 
some of it changes. I need to save the screen: I 
have tried, but I just can t get it fight. Please 
could you print a source code listing to save the 
screen to memory below 30000, 

Also, how do you redefine ASCH characters 
from machine code? And how do you redefine 
colours in machine code - the equivalent to 
INK lpl or whatever? 
Simon Crab tree 
Northallerton 
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The screen takes up 1 6384 fl48BB J bytes in 
memory from 49152 fKSUdl S<j ail you need to 
do to save the screen ts to copy these bytes to a 
safe place t and lo restore tt simply copy them 
back. The Z80 has a useful instruction - fJDt - to 
copy an area of memory £K bytes tong} pointed 
to by HL to the area atK< You could use this to 
Save tfie screen as fofbm: 
Id 1*,1GJ§4 
Id d«J380Q 
Id hi ,49152 
Idir 

To restore the screen, swap the values after 
Id dt, and Id hL V 

To r edefce ink s, use the firmware CALL af 
ABC 32 load ft with (he ink you want to change, 
and I and C wth the two cofours f#>26] that the 
mk is to Hast} between, For non-flashing inks, set 
B andC to be the same. Then CALL fTo set 
ihe border, us? the CIIIL at UK36 - obvious^, you 
rfoiiK need to set A tor tfusj 

The first thing you need to do before 
redefining characters Is set up the character 
(abte in memory, wtnch will be filled at* the 
ejfr^rjn.g defimtfons i'.us 1 Wu-? j SVHBOL Af TIP 
command}. Trws ;$ done by setting tl f<i contain 
the rode of the first character to be redefined, 
and HL to contain the address of the table, Then 
CALL the firmware routine riFNBM. 



You can then redefine characters one-byone. 
This is achieved by setting A to hold the 
appropriate character code and HL the address 
of the 8-byte matrix table (containing the same 
values as you'd place in a BASIC SfflSOL 
command;, then cafongiBBAB 

Access all areas 

After perplexing for ages* I've given up, and need 
your help, 1 have a database of 500 or so small 
ilems, held on disk, and Iwo problems, 
L If I want to read the nth item, my program has 
to read n-i items to RGt to the one I want, 
starting from the beginning each time, If I want to 
read the 400th item, this is a tome^onsuming- 
affair. Instead of Storing the information ser 
tme to make it direct access", bat how the fteeft 
do I do this?: ^ , 
?, When rt corner to sorting the above info, my 
poor ol' computer freezes every so often wMt.it 
has a QukA think. I presume it s doing a garbage 
collection t>Jt this can take up to 3 minutes 
sometimes, causing a sort to take about 1 5 20 
minutes. I've tried the following code: 
ITAPE: OFHWT "d fc L mm HlHDI-l; C1CSE0UT; 
i disc but this doesn't realty help - only when 
saving or loading. Tiying to be Clever, and nol 
reaBy knowing what I was doing. I tried increasing 
the 1 after the HDfOfT command, but I fust 



knackered it up even further. 
I just cry out for help? 
C J Locke 
Chelmsford 

One of the biggest failings ot AMSDOS is that rt 
can t cope with random-access files of the sort 
you require (the other fatting being its support of 
only three disk formats}. Adding such facilities fo 
it is possible 0 remember an extreme^ tong 
machine Code listing in Popular Computing 
Weekly in the midSOs), but very difficult and 
fraught with /ncompahtokly problems. 

The best way to get around it ts to hold alt 
your data in memory, which can be randomly 
accessed, onfy accessing the disc to toad af fhe 
beginning o/ a session and save at the end. 500 
items may stretch the memory of your CPC a 
little - if you have & 6128. try using Bank 
Manager, the program supplied on your system 
disks, to store the dm m the extra 64k. 

You could split the data up into a number of 
ftfes, which would mean that instead of opening 
the single dm file and reading to the 4QQth item, 
you store the data in (say) 0es ot 100 items 
each and read from ihe appropriate one. The 
most drastic solution is to use a drfferenf 
progr, language running Under CP/H 

ifftich does support ranctorfr^ccess fifing. 



Demo gallery 



Vo LOki, from Anonymous Town! I read your 
letter, and I agree: hey F everybody, what are 
you wartmg for? Get demonng! 

Unfortunatefy* I cannot do raster bars, and 
(head hung low) I can t seem to get to grips with 
overscan, 

I've also sent a tetter to US Go)d, asking 
them about the delay on Street fighter ti Here's 
hoping! 

Watch out for my first demo, tool 
Tate 

The raster principle r$ a very useful one to get 
to grips with for any aspiring demo coder. 
There are certain facte you rieed to know to 
understand rt. most important/?, how the picture 
you see on your screen is displayed. A small 
electron beam fights up each pixel on 
your monitor, starting with the top line and 
ending at the bottom, and drawing each Ime 
fro/n teft to right At the end ot each line, the 
electron team has to return to the left ot the 
screen, and at the bottom of the screen On 3 
phase known as frame flyback'} rt has to 
move back up to the top. 

This happens 50 times every second, with 
each comptete scan of the screen being called 
a frame'. It is possible to synchronise your 
program so that a certam piece of code is 
executed white ffte electron beam is at a certam 
point on the screen: so, at the start of one 
screen line, you could change ink 0 to (for 
example) blue, then on the next line bright blue, 
with sky blue on the next line r followed by bright 
cyan on the Itne after that. If you then reversed 



this for the next four lines, youd have a blue 
raster (or, mors properly, colour bar], 

So, how do you synchronise your demo in 
this way? First of all, the demo's matn hop must 
execute sn one frame - testing one-fiftieth of a 
second. To make the loop run from the 
beginning of the period ol frame flyback, use 
this piece of code: 

ii MfS 
,lf I in a, («) 

rra 

jr neff] 

To get to a certam point on the screen, use 
a delay loop and adjust the length of it by trial 
and error until the efecfron beam is the right 
place. You can then change rriks using the Video 
Gate Array, as explained m last issue's Techie 
forum (seethe Setter Video Stari 

Thts rs ah well and good, but what happens if 
you want to put a colour bar at the foot of the 
screen? If you've had any sort of conditional 
action earlier m the main loop, which means fhat 
a different piece of code might have been 
executed land so a different amount of time 
taken up), you won t be able to be sure of inhere 
the electron beam ts. What you can do is wait 
unht the electron beam is at one of six points on 
the screen* 

If you've used the above method, you'll have 
had to turn interrupts off (using the H opcode), 
to stop the CPC l s serwee routines jumping in 
and messing up your timing, Turn them back on 
again, but rep/ace the CPC's interrupt routine 
(store atiiti with your own, which simply puts 
interrupts back on - they're disabled as soon as 



an interrupt routine is entered - and returns. 
You can do this as faffows: 
Id bl,tC9FB 
Id (138)^1 

That tvay, you can wait for one of the stx 
regularly-spaced interrupts to occur, using the 
HALT op-code, and then you'll be back in bme. 

As to your overscan problem, pf's difficult lo 
know how to help. If you write to Tecfae Forum 
with a description of what you're domg, fll take 
a took. You may be interested to know that the 
fanzine Artificial intelligence has just started a 
demo column, intended both as a tutorial and to 
answer your questions f J 9 Lee Street, 
Lrversedge, West Yorkshire WF 15 6021. 

it's good to see an emerging British demo 
scene at last latthough, readers, don't be footed 
- not all demo coders say To' aH the hmel 
About time too. And to alt those who say that 
demos are useless, well so are games. Some 
people derive pleasure from games, others 
from demos, Let the programmers code what 
they want - just be thankful it's for the CPC. 
Here entieth the lesson 




Just pull on your coding trauwrs and gvt 

to K. Maybe you'll produce a itiMterpiec*. 
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Microsoft BASfC-80 iavailabie from PD 
libraries) might help, or you could take the 
opportunity to learn a completely new 
language - C T for example* 

From your garbage collection problems, it 
sounds like you have a 4$4 BASIC 1,0 has a 
design fault in that it carries out ttiis process 
much too frequently, and reserving a Hie buffer 
(as you've tried to do} won't solve the problem 
except that BASIC won't need to do a garbage 
collection to set up a new fite buffer every time it 
wants to access the disk. If you've considered 
upgrading with a 40025 chip to BASIC l.l t noufs 
the time to do it. 

if you have another CPC r or don't want to 
upgrade, your problem is with the sort routine, in 
particular, if you're using a bubble sort, this is a 
highly inefficient method of sorting and requires 
many transactions fend hence plenty of garbage 
collections) . A slightly modified version, the 
delayed replacement sort, will give better results* 

As you know, a bubble sort works by taking 
each item in turn, and finding the next rtem in the 
list with a lower value: the two are then swapped 
around. This is repeated for each item in the list. 
With a delayed replacement sort, you search 
through the list to find the item with the highest 
value, and swap this with the last item that hasn't 
been sorted. Jhis means thai the area stilt left to 
be sorted is dnrimished by one item, 

Even greater samgs wiil be found if you use 
tins \wth the Bank Manager,. because that does*rt 
need to carry out any garbage cottectfcm. You 
could afso trya machine code sort routine, wdi 
as tfiaf found in the book Mastet Machine Code 
on ywr Amstrad CPC 464 & 664 (from Smshine 
Soohs, now outof-prttt: ISSN a9464Q&80 71 

Audio/video 

In AA88 you did a feature on the Video master 



Diskiission 

Thanks for a great mag (b!ah r blah, bfahi. I 
have a 464 Plus and followed the 64k upgrade 
irr AA90: ft all went okay! 

A couple of weeks later (bought the Siren 
Software dish drive. I now have a few questions 
to put forward. 

1. How do 1 transfer multitoad games (ike Worth 
and South and HeroQuesr to disk? The Itfultiface 
doesn't do this because it only saves what's in 
the memory, 

2. In issue 91 r you pointed out that a certain 
wire had to be cut when connecting a disk drive. 
Do I need to do this? 

3. When E format disks I only have 17&k to work 
on. How do 1 increase this? Magic DOS only 
works on a B-dme. 

4 r Where can I get games on 3,5" disk? 

5. Where can I get a word processor on disk for 
the 464? 

6. Are you going to print some more Multiface 
cheats? 

7. Sometimes the top left-hand side of my 
screen goes all discoloured, Why does rt do 



which looks realty good. Unfortunately, it shows 
you the side view of a 464 r s audio connections, 
which look nothing like mine. In fact 1 don't have 
an audio output on my 464; on the rear panel I 
have a monitor port a 5V DC port, a floppy disc 
port, a printer port, a user port and an I/O port, 
whatever that is. Does Ms mean I will not get 
sound coming through the telly? 

I subscribed to AA and got a free Cheat Mode 
book. I don't have a Mudtiface. I have tried to type 
in the poke listings on five or six different games 
and type RUN and the smal ENTER key, and I get 
nothing. I would like to get a Multilace but don't 
want to speifd money if it won't work. 
Donald Sinclair 
Clydebank 

Amstrad ftddied around with the case design of 
the CPC a number of times. On early 464s like 
yours P all the connections are on the back: the 
I/O port {input/Output} ts the audio output which 
you plug into the Vidmmasler* 

Are you running the pokes correctly? You 
shouldn't hold down CTRL and press the small 
ENTER key as you would usuaHy to bad a game, 
but instead Simply type in fhe wrd JUH (no 
inverted commas aftera^rds) and press ENTER, 
if they don't work, you've made a typing mistake 
somewhere, Muttriace poke s are v< v to 
enter It you fotiow the msbvetions* so there 
stoddnt be a problem if you buy one. 

Real errors 

I am vd ding a set of RSXs m machine code to 
provide certain extra laciliftes for BASIC, such as 
box drawing, My problem comes when I need to 
generate an error: I cot print 'Syntax error 1 and 
return, but the BASIC program calling the ftSX 
fast carries on after this. Is there any way in 
whsch I can create a proper error, like BASIC'S 



this? Is there something wrong? 
lain Heard 
Milton Keynes 

L You'll have to check out tape<lo<tisc 
specialists to see if they have any programs 
that wiil transfer those programs m particular - 
there's nothtng that wit! transfer an mulWoad 
games. Try Avatar 10442 251 705) or STS 
Software ic/o Campursoft, 10 Mcintosh Court, 
Wellpark, Glasgow, G31 2HW). 

2. Not if you bought the Siren drive intended 
for the 464 Pki$ r no: the chaps at Siren know 
what they're doing and will have done this for 
you aiready. 

3. You need an operating system that can cope 
with large-formats on the A-drive, Either Avatar's 
MS800 or STS s &OOS will do this - S DOS is 
the better system, but you need a ROM^oard to 
be able to use it. 

4. You can get PD games on 33" disk from a 
few PD hbranes. Commercial games, 
unfortunately, you can t 

5. How about transferring our covertape 
program Tasword to disc? You could a/so try * 
the PD topper VDE, avajfabte free from the nice 



ERROR command? 
Bobby Welch 
Exeter 

There is an address in the BASIC ROM which wili 
perform the requisite task. All you need to do is 
set the error number in A. and CULL the routine. 
The address is Km for the 464 (BASIC 1 .01 
and tCBSS tor all otim CPCs {BASIC Lll So. the 
fottowing would generate a Syntax error on a 
464 

Id a, 2 
rst 3 
dif fir 
fit 

, far du AC S3 3 
db 0 

A qmck and easy way to check which CPC ts 
being used is to find out the contents at memory 
location 6, ttrmm*l?8. then a CPC 464 is 
being used. 

What to do with a 
Spectrum ^ 

1 am an owner of a CPC 464 and a Spectrum +3. 
I have tried with no luck to sell the Spectrum for 
about two years to enabtc me to buy the memory 
expansion and disk drive lor my CPC I was 
wondering it by any chance, the disk drive from 
the +3 could be removed! re-cased and used as 
the disk drive for the CPC, i was also wondering 
il the memory from the 4 3 could also be installed 
into the CPC,. % 
Marianne Tucker 
Wiltshire 

It's not iust a matter of cwnecting a disk time to 
a 464: you need an interface, too. Try phoning 
Siren on {061} ?24 7572 and ask them it ffte/d 



people at Sheepsoft (send a disc and an SAEl 
6, Yes, if people send them in! 
?, This shouldn't happen, Its possible that this 
is being caused by your monitor being placed 
pear a magnetic source (ftke hifi speakers), 
which is a Bad Move. Move any speakers away 
and see if the problem disappears. Otherwise, 
iVs off to the repairman: try STS (address 
above) or EfiC (0733 3712791 

Or probably lots of otiier companies with 
three tetters tn their names, 

i ft s i iRJLLLii 



ft i 
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Ana here's a picture «f tlwt Sirw df*k 
m ,i n *>g vment- type *oftw*i r*? r P rvbn bly- 
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Six-pack 

1 . 1 have a MuJtif ace 2 and SVe saved many 
tape programs to disc on my 464 and DOI-1 , 
but when I plug the same Muttif ace into the 
61 28 and try to load these programs, they 
don't work. Why? 

2. If I were to buy a &ren 3.5* disk drive for 
another 464, woukJ the FD4 second drive 1 
have be compatible with the Siren interface, so 
that l could run the FtM as a first drive? 

3. Can the 64k dkTronics RAM-pack be used 
wrth the 61287 

4. Where can I get a lead to connect a 3.5" 
second drive lo the 6128? 

5. Is the* e a way to draw pictures with over 4 
colours on OCP Art Studio? 

6. Can you recommend a good DTP package 
(other than PowerPage) that is compatible with 
the AMX Mouse and produces quality print Oft a 
DMP 2000. 

R Tedman 
Chatham 

J . Muttifacedz programs saved on one type of 
CPC wont work on another. However, you can 
get around this by using a PD program catted 
■ArcfrJWuftiface', avertable from most PD Jibranes. 
Z 7he Siren first drive interface usuatty only 
runs we drive at once, but you can buy a cable 
from Avatar f£W4P 251 705) to connect an 
extra drive. Connecting your FD-l as a first 
drive and your 3.5" as the second drive should 
then be possible. 

3. Wei it can. but ft won't do you any good. 
The extra 64k is already supplied rrr the 
and the RAAfpack wilt srmp/y dictate K 




Hoots moo, there's a mooM k loos* aboot 
tills hoove. Another clank from the 'Sf*4„ 



won t gjve you any extra memory. 

4. Try Stren or Avatar. 

5. Art Studio Ptself won't let you, but it you buy 
AdvatKed Art Studio, you can do everything 
that Art Studio does, pius pamt rn the I frcotour 
MODE 0, and tots Of extra things, Weil worth it. 

6. Stop Press costs rather a lot. but ft wtd 
do what you requtre. It's qt/rte tricky to get 
hold of these days; try raging up the mail 
order suppliers in AA and checking it they 
have any copies /eft. Alternatively, scour 
fhe mfafl ads. (Bui keep an eye out for a 
review of Mrcro Design 2 and our 
forthcoming DTP round up before you 
commit yourself. - Ed) 



give you a discount off their first drive 
package if you suppfy the dnve mechanism 
from you/ Spectrum. 

Even wo/ss news with the memory: there's no 
space inswfe the 464 to fit any extra memory, so 
there rsrrt much of an alternative to buyjng the 
extra memory. Sorry! 




Top Tips 



Spring fever 

For the past two years I've had problems loading 
games on my 464 Plus. especially covertapes. 
Marfcn Henderson who wrote into AA88 was 
right, but there is an easier way to re soke Ihis. 
Basically it is the spring on the eject which is too 
tight. By openmg up the computer and locating 
the V-shaped spring you can fin this. 

Just pull the spring together so that rt ?$ not 
SO tang and it will loosen the grip on eject $4> that 
the tapes are not held 30 far away Irom the 
hewfe. tton't Laugh, it really works and if $ easy. 

To add something to this, l have located 
North and South, * know many ol you have been 
looking for ttie game and have had no luck* My 
local software dealer can order it within two days 
and you can contact me (0908 676 1 46) if you 
want to order a copy -dtsk or cassette* 
lain Heard 
Mitton Keynes 

Thanks very much- fljW sure 464 Pfus owners 
everywhere wiO be grateful, Be car eftd not to to$e 
the sprmg white attempting rfcfs fntk, though,, „ f 

Tasword tip 

When printing from Tas word, if, like ft*; you get 

Fed up wjtfi selecting *S' for single-sheet paper 

every lime, just enter the following line after 

selecting B r to enter BASIC, and save Jt: 

75 POKI p+H>83 

C J Locke 

Chelmsford 

Plus (two) 

A reader in AA90 said he had troubles using his 
MuDrface 2 on a 464 Plus. The problem could be 
the one I had: to make (tie MuJtiface invisible, you 
must press the red button as soon as the 
computer *s switched on, when it asks you to 
press f 1 or f2. If you press the button whife in 
8ASIC, it will try to access a tape recorder and 
crash the machine. Also, if you want to check the 
memory while programming in BASIC, you must 
entef IB WTO 19 and run before pressing the 
button, to avoid losing your program. 
P J Yates 
Chelmsford 

Polyfilla 

FiNmg an area ol memory with a byte can take 
quite some time if you simply use a machine 
code loop, Our old friend, the Lilt instruction, 
can do the task m much less time. Say you want 
to fill aJI the addresses from H08ft to ISFFT with 
the byte 180 Here's how you'd do it,.. 



Id hi Mm 

id if Mm 

Ld bcJUFF 
U <M),M0 
Kir 

How does it work? first of all, you initialise the 
starting address {here HMO) with the byte. The 
UH instruction copies this to the next address, 
MN1. It then proceeds to copy the byte from 
14681 to the address after that, 14008. .. of 
course. H001 has already been set to 100 by 
the first stage of the LDH instruction - and so 
it goes on, 

An even quicker way to clear memory 1$ to 
disable interrupts, set the stack pointer to the 
top of the area that you want to clear, set HL to 
the appropriate value, and PUSH HI lots of times. 
This is a bit fiddly for most uses, but if you're 
coding a whazzy shoot-em-up and speed is of the 
essence, you might find it useful. 

ROMDOS revenge 

H you copy a whole load of files onto a ROMDOS 
256 directory entries format dfsc (such as one 
formatted in D20 format), using Maxidos, for 
exarrtptat you may find (on Cftlaloguing the disc) 
that a number of them disappear and that a 
strange 1 44k file with a seemingly corrupt 



filename appears in their place. 

Don't panic: this happens because the CAT 
command cant cope with more than about MO 
fifes. There are two solutions to the problem: 
either sptt files between different user areas, so 
that there are no more than 1 40 in each, or use 
the I5IR command. Alternatively, if you have a 
sideswitch, you might like to use a single-sided 
format and put 1 28 directory entries on each 
side. This gives you just as much storage without 
the annoyance created by exceeding 140 files. 

Screen two 

A Favourite trick ol BASIC programmers is to 
issue a HlHORlf A3FFF command, then fhck 
between two different screens using CILL 
1K0E,M6 and CALL i0C86 r Ka (one screen is at 
14000, another at«BO0). 

Don't. Or rather, don't do tt in this way. If you 
do, your program will work on the 464 and 
61 28, but not the 664 - and there are still ourte 
a few of us 664 owners out there. Instead, use 
CALL 4&Ce?,ft4fi and CALL !0CG7,1C0 - a small 
modification, true, but it works on alt machines. 

Letters and Stuff, please, to: Am&trad Action. 
Technical Forum. 30 Monmouth Street, 
BATH, BA1 2BW Thank you * 
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3.5" Mega Drive £69.95 



* 800K per Disc 

* Multi Compatible 

* Compact Size 

* TEAC Mechanisms 



* Side Switch 

* Dual Mode 

* External PSU Reqd 

* Free Delivery 



* + Including FREE MS8QQ ** FREE tVe Transfer Disc ** 



TV TUNERS 

MP 3 £29.95 
MP3 PLUS £39.95 

CTt Clfx k/RiidMK/ALmn L I 4.9.1 

MP3&CT1 £39,95 

PS2 (Rvqd forCTMO) £14,95 



Other 

Products 

t'wr Manual* 
Syfitem Disc's 
Driir McchanisTm 
ik-ad Ck-aiwu 
Srrvto \l jnLul> 
Prinlrr Cablvs 

WbJgCl* 

Special Offer 

41 J v 3.5" Dim's & Bo\ 

£29.95 

i ( it >klma*te r n uUrundcd > 

£24.95 

Includes full Fitting 
Instruction* 



Write or Phone 
for our 



64K 
DKlronics 

RAM Pack. 



Power 
Supplies 



Catalogue 



Unregulated 

£14.95 

Regulated 



3.5" Discs (10) 
3" Discs (Amsoft 
.v Mlnsiu Cases i 
Disc Ilox (Mollis 
Head Cleaner 



£7.95 
xl0)£ 19.95 
10) £5,95 
40) £7.95 
£4.95 





Exchange your 464 for 6128 
from only 



£129.95 



Microform 



Phone 0772 701248 Fax 0772 703131 



191 Watlfng Street Road, 
Fiilwood, Preston PR2 4AE 



New Age Software 

Soundtrakker VIA w r Ft mi CPCpks wirh Wwt disk driw} 

56 jndlriifckpr V1 . 1 n4 mini i*>* puflgn fw tK «nd Ufyto Jfli fl tar of *e pour*! dick whitll CP bfl 
tuft info yiM <wi stafli n«, I'm mdi!i> ilnw mlfylt vib an « nrrtk utfd ctawd, KM itu d Junlimffflfcvu to 
jrodrtb fc* pndiiJ baas, ofecbK prttiK, frimpt* tit Srurt1trjifck#r VI J Itfi y&j firui>:a itprtft [MOT ri mnK wlfti flu fl*lW 

«m, m much id ikf *Pf ntf hrf v- drlr^nniu \m rhi wink of Ertfwwral flnmh. 
Svm«tnMwri.1 h**wtakwti 0 <jijto» 

# Limbtidt [rfttjp ifldflpf * uwrtfi pcftftn dtw • Oft (Wt*i w4 frfl pcflwi Imrftfli # uart mt '*ujg r%iir 

# rAt^Ertid »»o fflnK*i + bt chjw d £*IA tffcta* fa A* Hjnjs * wnp t<n w fifcpnfeift a! fw fifing i 

*iBfe^Hvttitpwiqtaii »wt^i».Bttpf^iw**i4ttfcw* r r p - 79 95 QM/S24 95 
Soundtrakker 128K w CPCtrt(ttpbw*iZ8itiiMi<wJ floppy m dm) 

Sountftnikir 1 2Mt (Mm at ii tea tofflM wd ^ Snaili ikk w VI .1 tatrfniifriifa 

Mrtu I* mi M^ihr pwft fa wyWw ^ to» tliaiimifcw ¥1.1»¥1 Jw3 Tfliirt iUiw 12W wife 
SauTuflrtfcfcK ioitA tv filWifc W ¥1 .1 « VI 4 » of tmtmmti* a «<«ifldtrt4* rr 1 HI nd m 

R.R.P.: 79.95 0M/£2O5 
Zap T' Balls - The Advanced Edition 

iirict rtK w ^ tie bis? [fifwki (ffj. 



0rtfe« to; 

New Age Software, 

Th. Norman Mitschele, 

Stephan-Waid'Weg 23, 

70327 Stuttgart, 

GERMANY 



W; 49.95 DM/ 



New Age Software UK, 
Simon Worford, 
1 34 Draper House, 
Hampton Street, 
London SE1 6SY 



CPC NOW 0353 663030 



HARDWARE 

464 + wilh colour monitor £150 
464 + keyboard £75 
GX40OO £25 

SOFTWARE 

Ginormous pack with 20 great 
games £7.50 

Pro Tennis lour (cart) £13,99 
KfaMcart) £13 99 
Super Cauldron (Tape) £8 99 
(disk) £t399 



ACCESSORIES 

464/6128 * Keyboard To CPC 

monitor t$ad £6-00 

MP3 (TV iuner) ££8 

CTl (Radio alarm clock, which sMs 

under monitor) £14,50 

CPCNOWIsso#4 Cl tO 

Sony 3 ~di$kS (1Q) £4 50 

3 " 1 DO tap disk Do* £S.75 

PFMNTEfi RieeONS 

LCI0/LC20 Ribbon £3.25 

Star £3 SO 

Star LC24 200 £3 50 

Star LC200 £3 6S 



Make ChequesfP.O r s payable Jo CPC NOW 
and send to foftowing address: 
3, St. Ethelwotds Close, Ely. Cambridgeshire CBS SAX 



AMSTRAD 



REPAI 



SfCK OR fOORLV AMSTRAD? DON'T DESPAIR CAU TODAY fOR A 
SPEIDT REPAIR 



* ftx«d prlc« ftp4fir on all Amtr«d 

* H4shry «ki!kd And npcncnccd 

* W day warranty on rtptk 

* 7 day lurrwiround 

* Ikchnkal support help Mne 

* Send your corniHitfr t«£*y cnckKlfig 
payment v phofic 



CI*C til *w 



OTHERS 



(If dHk drlv% It beyond repair mere ' 
be «i Additional charge of £M tor 
n^iAcemeiH) 



TEL 0733 371S79 E.R.C. 

UNIT 31 * WORKSPACE HOUSE • it/99 MAXWELL ROAP - 

pen«ioRovaH mm 



COMPUTER REPAIRS 




* 
* 

it 

it 
* 



* AMSTRAD AUTHORISED * 



Quality Assured! 
Fixed price repairs on many machines 
Over 2500 square foot engineering complex 
Top quality technicians at your disposal 
All work warranted 
Fast turnaround 

Simply post or hand deliver your machine 
and we will do the rest 
Collection Service available 

Please suppty evening and daytime telephone numbers 




Amstrad 464 
Amstrad 6128 



All monitors 



Others 



£37,00 

£41.00 (extra If disk drive 
needs complete 
replacement) 

£15.00 Dtasnostic charge 
plus quote 

POA. 



CtetbOftiO ltd *#**t*c the npjjhl to rrtite riKteNnei « \ 




Tel: 0582 491949 (4 lines) 
WTS electronics ltd, Chaul End Lane, Luton, Beds LU4 8EZ AA 



HARDWARE 




Hurrah for Campursoft* The 
CPC has waited years for a 
hard drive. Mow if s got one. 

for years now, 16-bit computers and just about 
every other machine has had something that 
CPC users coukJ only dream about {apart from a 
fab computer). This was a hard drive. So what's 
a hard drive? Well, you can do either two things 
to find this out. You could erther read the huge 
storage feature we ran a few months back or 
read on (Hi' to all those readers who've just 
joined us). 

A hard drive is* pirt Quite simply, a disc drive 
wrth a disc you can't remove. The fact you can't 
remove Ihe disc means it can be attached much 
more firmly to the mechanism, etc. This, in turn, 
means that you can store information in smaller, 
more delicate magnetic patches, thus fitting 
more on a disc. 

Hard drive capacities range from 16MB to 
1 00MB. though you can still obtain even bigger 
hard drives than that. The physical sizes still stay 
pretty much the same P being about two or three 
times that of a 3.5" disc drive. So why haven't 
we seen such a fab device on the* CPC? WelE, no- 
one's really sure, but it's fairly obvious to see 
why no-one's tried ail rhat hard - an entirety new 
operating system would have to be written, to 
use the nonstandard (to the CPC! storage 
system So why are we leHmg you this ff it's so 
tmposssbte? It's obvious realty » Cwpursoft have 
managed it! 



The Campursoft hard drive (let's calM Herbie 
for arguments sake) is a wee beasbe that stores 
40Mb of data. That's getting on for 50 ROMDOS 
discs. Just think about how you could use one* 

• Backups - If you're into backing up software, 
you could use a hard drive to store an entirely 
backed up games collection, meaning you would 
never have to mess around with all those 
individual discs again (originals, I hope). 

• Public Domain - Ash any PD librarian. Once 
you get a reasonably sized library going, you'll 
live among a small mountain of discs. What 
better, then, than to take all these discs, and 
archive them (maybe using SafeSoff s new disc 
archiver) onto your hard drive? 

• Bulletin Boards - for a system requiring vast 
amounts of memory {due to the huge amounts of 
messages and library software they need to 
store), an extremely high capacity storage 
system is needed quite badly, really, 

• Look, ifs a hard drive, okay? You store much 
more stuff on it lhan you would a normal disc. 
Work it out for yourselves! GaW 

Ahem, this project was first approached by 
Simon Cobb (Siren Software) quite a whste back, 
but, due to problems getting a CPC to handle 
data coming from the drive, the protect was 
scrapped. The problem fs a simple one - when 
information is sent from a hard drive, it's handled 
by a high powered interface. The CPC P being 
originally designed a long time befote such 
powerfu? bits of kit were developed, can't cope 
with information at anything lAe the same kind of 



speed. The data, then, is being transmitted far 
too quickly for the CPC to process it properly. 
Think of it as being equivalent to trymg to run 
NASA with a ZX81. Whatever the weather, 
though, all these probfems have been overcome 
by various means, and so Campursoft can now 
sell you Herbie! 

Prices on hard drives are a tittle overpowered 
as well. A standard drive can cost anything from 
'a httle price/ to you mean that much cash 
exists?, but Herbie will only cost you a 'hmm, I 
might buy that . 

Herbie does have one little thing troubling 
him, though - he doesn't get on ail that well with 
CP/M {hey, who does?}, but that should have all 
been sorted out by the time you're reading this. 
The AMSDOS system is set to work in very much 
the same way as ROMDOS (but with Herbie on 
the back), with an obviously much higher storage 
capacity, but this does suggest the whole thing 
will be very easy to use, and should be available 
on power up (you won't have to faff about wrlh 
start-up discs, etc). 

All rn all, we think Campursoft are really onto 
a winner with Herbie. H you're Sick of fiddling 
around with umpteen discs, you really should 
think about how Herbie could help you - go on, 
give 'em a ring and buy one. • 




here's m jurtfefe 

our artist prepared 
earlier, Tfct ml tiling won't 
look like tltfe. It won't hm 
tli et big hole In It for n itert. 






Simon decides if s time to 
powder his program's nose a 
little, and produce a sort of 
pinging noise. 



We've got d Irltie Dal bajncing a round Wgw! 
And we've even got a little bati Groovy, huh? 
But even PD games don't look as bad as the 
monstrosity we're got in front of us at the 
mnute - we need a little style here. 

Ttos month we ll be tookmg at defining 
use? chsr^c-ef anu making a few noises, 
We could snaw ihe whote thing up with 
proper sprites, but I'm going to leave that 
tillalttfebit later. 



It's character forming 

First off then, designing your own 
characters. What we are actuary going to 
do is write a Mite program to design the 
character in question, and tack it onto 
the end ot our p# ogram. Lef s start with 
the firmware routines. In BASIC, before 
you would use the SWOOL command, 
you'd issue a S MM. UTEX command to 
tell the computer what characters you 
vmf[ be redefining, the same has to be 
done m machine code, using the 
following firmware call: 



m SIT H TABLE " HBAB 

Set the user defined matrix tabte 
and the number of characters m the table- The 
taole is initialized with the current matroc settings. 
Entry conditions; 

BE contains the first character of the table 
HL contains the address of the start of the 
new table 



IM III wiicp L 99 



B 1 8 « 
I Si 3 



mil. 



Mac hi n* t«lt r unHctilii* ft ywu dtafl't 

understand Hi H ivfrft'f be l**lg until you do 



N[>w f each character is made up of eight 
bytes, so the length of the table is Ihe number of 
characters multiplied by eight, or 1256-first 
ctarre bytes long. We are defining four 
characters (the equivalent of a tmm am i$z: r 
so IE wil contain 252, and HI will contain the 
address of 32 bytes of 



til I flbbib 

tl *,iSE 
II hi, tail 
Mil HUB 

rM 

.feall :dh t3t,MB,l83,ftt3 




free memory. 

Next, we need to define me character wih 
the equivalent of a S¥HMl command: 

TXT SET MATRIX * t»A« 

Set tne matrix for a user defined character. If 
the character i$ not user defined then no action 
is taken. 
Entry conditions 

a contains the character whose mat™ is 10 
be set, 

hl contains the address of the matrix 1o 

set. 

And so a routiie to define ttw ball would tooks 
something like this: 



Id df.252 
Id r. I t*k I f 



.tal I t 

||| 32 

The only remotely drtfieult tfong to master © 
the way in which Hie character data is laid out. 
If s qune simple ii the end, hit make sure you 
understand <t- we won't be cohering it again 

A normal CPC character sits on a 
monochrome lone cotour only) grid, eight 
squares across and eight squares high Once 
we ve designed a character on that gr id, it can 
be converted mto numbers quite easily, imagine 
the top row of the character «s a binary number, 
die filled in cells being binary bits. The binary 
number is AxOfllltiiO In hexadecimal itois reads 
dk, hence the frsl byte of our data, Subsequent 
bytes arr "vrc^y subsequent rows. 

So now, all we need to do is replace the 
accumulator ualue with which we call 
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IBBSA w»th (tie value ol our new character, and 
our tacky httte star become a nice little ball 
(who's tackiness ts purely due to me being an 
abysmal artist)- You can do exactly the same 
type of tiling to the bat P and the vrtiole norma) 
aiphabet if you want, but hey - lets not get 
carried away here. 

Sounding Off 

Ugh, What a naff heading. Oh well, if s got to be 
better than 'Make Some Noise' - magazine 
headline 428 (Schaffer's Big Boy's Book Of 
Publishing). Whatever we catl it though, all we 
want to do is produce a bit of sound. There are 
two mm ways to do this: 

• Hardware - using targe amounts of technical 
and speedy machine code, and writing the notes 
straight out to the hardware sound port thing, If & 
complicated, and you wouldn't understand it - HI 
cover that later on in the series. 

• Software - using the CPC's in^Hiitt firmware 
commands {just tike &bb5a to print a character, 
etc), which are used in pretty much the same 
way as BASIC'S sound handling commands. Let's 
take a look at the firmware calls in more detail; 



^ t w J^f~J 



Each section is constructed of three values; 

1 Number of steps 

2 Step size 

3 Step length 

So everything is pretty much identical to 
BASIC'S BNT command. Setting up volume 
envelopes is |ust as easy- using: 
SOUND AMPL ENVELOPE - 4BCBC 

The only thing to be careful of is that bit 7 
must always be set on the step count byte. If this 
is confusing you, just add 128 to the value, and 
worry about why another time. 

Make a noise 

Now to make the sound: 
SOUND QUEUE -IBCflfl 

Add a sound to the sound queue. 
Entry conditions: 

HL contains the address ol the sound table, 
which must be situated between 14996 and tbf f f . 

The sound table has the loHowmg bytes: 

0 Channel status byte 

1 Volume envelope 

2 Tone envelope 

3 & 4 Tone period 



■■i&iLLU«B t j|-fn p ^THi ' I HTl l I — ■ |M i ■ i 



I* 

m\\ miii 



Thvrv 

rife 



inns 



- 



5 Noise 




SOUND TONE ENVELOPE - UC1F 

Sets up a tone envelope (equrvalenl to BASIC'S 

EM command). 

Entry conditions: 

A contains the envelope number (1 - 15). 
HL hold foe address of the data block. 

The data table is set up as follows: 
0 Number of sections 



1-3 
4-6 
7-9 

A-C 
Q-F 



Section 
Section 
Section 
Section 
Section 



6 Volume 

7 & 8 Duration 

So lef s cut the wibble and make some noise! 
(Tacky, teefcy, tacky. - EdJ 

Unit Hfff 
Id a,l 

II hl,envtab 
call iiebe 

Id hUndUfa 
call Abcaa 
ret 



m time In ewry caption writer's 
tie Just uySp 'Enough H enougti/ 



ttnvttbtdta 1 

Ah W3,Kf .19 
6h 0,0, a 
db 0,8,1 
db fl.6,0 

db o r M 

.sndUbtdb 1 
4b 1 
ib 0 
dv 758 
Ah 0 
db IS 
di» 1 

You'll see that sn the routine we've *ust 
written (wed, I've just written), we're only 
using one envelope - volume. The value 
143 is simply 1 5 wrtfi bit 7 set. The vafcie 
of 0 for the tone envefope signifies that 
we're not using one this lime. The duration 
counter has changed because we re using 
the volume envelope, and now states how 
many times to ptay the envelope - once. The 
envelope step size is 255, because this is 
the way m which machine code represents I 
(because zero can also be expressed as 256 
as far as &tot numbers are concerned). 
The one thing you may be confused about is 
the chanr>el status byte, WeS + we're 
constructing a binary number with the 
following bit settings: 

0 - Channel A 

1 - Channel B 

2 - Channel C 

3 - Rendezvous with A 

4 - Rendezvous with B 

5 - Rendezvous with C 

6 - Hold channel 

7 - Flush the queue 

So to get a sound on all three channels, you 
need to set bits 0 r 1 and 2. This gives us a 
number of 1 +2+4, which ts 7 4 

Nearly done now 

There's not really much else to this, really. You 
might like to try writing a little tune to throw into 
our game (remember the game?), using a simple 
little table reference routine to read the notes 
from. You can find the full table of notes and an 
in-depth explanation of how envelopes are set up 
in your CPC manual, or the London School of 
Economics is currently offering degrees in 
Envelope Studies, Either way, have fun, and 
make sure you read the next episode. • 
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ADVENTURES 




Tolls 'n' Trolls 

k\EveQf Shadows- how do you get across I he 
loll bridge wtere the trotl is? There is also a 
gams I want where you have to build your own 
city f country etc, but I don't know what H jg 
called or where to get it? 
Oliver Ovenden 
London 

Weil Oliver, tn Eve Of Shadows you need fo 'Put 
coin ft box' twice, of course first you have to 
get (toe cows, so you W have to go to the 
tavern first. 

The game yew are tfrnkrrrg of is called Sim 
City by Infogrames. If s best to ptone around to 
gel the best pnee for the game. Try the 
adverts in this months M 

Injecting dingons 

I have two questions to ask you. What kind of 
tapes should I send to Adventure PO? I can only 
get my hands on 90 minute ones. Also in AA90 
the tip Inject Clingon with anaesthetic' 
appeared for Smashed The trouble is I can t 
find any Clingon in the first place, 
Laurence Boyce 
Leeds 

Ygu can send either C60 or C90 tapes to 
Adwrture PD, although you'd better hurry up - 
Adventure PD is about to cfose As for 
Smashed youV need to lottow footprints' east 
north, north, north, of where you find the 
anaesthetic to find the dingon* 

But where? 

Each month I read the Bakog pages of the AA 
magazine and my imagination is fired-up about 
the games you talk about. But where can I get 



hold of the games you rave about on a disk 
which is compatible with my Amstrad 6128 
Plus? If s hard enough to get my local shops to 
stock football games but if I ask them for 
something like He/vera, Mistress Of The Park or 
Eve Of Shadows they simply stare at as if I'm 
Erik The Viking' and I haven't got a 'Cluepot'. 
Re my Oliver 
Wolverhampton 

Yw can get Hebera, Mistress Of The Park 
from WoW software. However Eve Of Shadows 
is Public Domain and can be found in most 
libraries, tt's best to get ;n touch before 
ordering to find out whether an adventure is 
compatible the 6128 PJus machines. Cbecfr the 
'Where To Go* section for the addresses of the 
adventure specialist software companies. 

Stop Tolkien and listen 

f m very stuck in Ho6twf t lord Of The Rings and 
Shadows Of Mordm* and I wonder if anyone 
can help. First, in Hdbbrt I can't find the ring, 
Secondly, in Lord Of The Rings, Pd like to know 
how to get to the end of the game w;th the ring 
and Stricter. Third and lastly, how do you get 
down the ctrff without making a \u\cy splat at 
the bottom? 
David Gardiner 
Gwertt 

I'm afraid i can't help you much in The Hobbit, 
perhaps someone else knows the answer to 
that one But as for Ltxd Of The fangs, youV 
need fo give Pippin and Sam a /ewei each 
fteeprng the ttwd for yoursetf), and then once 
you've met the three Black Riders, throw your 
jeweJ at them, Pippin and Sam wilt do the same. 
Don't forgef to say 0 Oberetfi Gifttonrel' 
beforehand though With Shadows Of Mordor 
you If need to cut a tree and get the branch 
then fever the stump over the cJSft 



Where To Go! 

If want to buy the latest adventures released, 
here are a couple of places to took for new 
and released software. If you send them a 
stamped self addressed envelope, they H 
send to you thetr latest software list- 
WoW Software, 78 Radrpole Lane, 
Weymouth, Dorset, DT4 9RS, 

The Adventure Workshop, 36 Grasmere 
Road, Royton, Oldham, 0L2 6SR. 
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Lords & 
Ladies of 
Adventure 

K you're stuck in a game listed below, these 
kind souls are willing to heip you. Pfease 
remember to enclose a SAE with your enquiry 
and DON'T ask for a full solution - you'll 
almost certainty be disappointed, If you want 
to become a lord or lady please write in with 
your full list. 

Most Amstrad adventures 

Joan Pancott tel (0305) 784155 between 

ipm and 10pm 

Adult 2 • Can I Cheat Death? m Dungeon * 
Firestone • Jason & The Argonauts • Spacy 
o Tijzpan • Welladay 
Stuart Mainland, 2 Douglas Road, 
Coy Hon s Ayr, KA6 6JJ 

Avon • Forest At World's End • Hollywood 
Hyjmx • Kobyashi Naru • MordOn s Quest • 
Scapeghost 

Angela All urn, 22 Point Royal. Bracknell. 
RG12 7HH 



ADVENTURES 



News 'it' Stuff 

Who's afraid? 

Talking of the Balrog, if you're enjoying playing 
the GAC competition winner's adventure, 
Who's afraid of the Batrog, you mtght be 
interested to know that WoW software are 
selling the game on tape and disc. And just in 
case you were wondering who exactly Marlon 
are, I can tell you that it is none other than two 
well respected and loved ladies from the 
adventuring world, Loma Pater sort and 
Margaret Crewdson, They telt that if they used 
the pseudonym Marlon, the adventure would 
have to stand on its own merit! I can now ten 
you that the sequel is on its way, and of 
course that will be sold by WoW software too. 

An apology 

In issue 93 of AA Ken Dean from Lowestoft 
was listed as a Lord of Adventure. 
Unfortunately Ken died last Christmas, and will 
be missed as a friend. My apologies go to his 
wife and his family for any distress caused by 
thrs error, 

Find that adventure 

There have been quite a few letters in the post 
bag requesting information on how to get hold 
of some of the old adventures a such as Bards 
Tate, Lord Of The Rings etc. \ can highly 
recommend Simon Avery's 'Adventure Finder' 
service, It works like this. If you want to sell an 
adventure write to Simon with all the details 
(name of adventure, disc or tape, price 
wanted etc). He will then enter all the 
information into tos database. Then when he 
has all that information he can pass it on to 
someone who wants to buy your adventure. 

I you're interested in buying an old 
adventure all you have to do is write to Simon 
(enclosing a stamped self addressed 
envelope), and he will send you the details of 
that particular adventure. Simon has quite a 
few in his database [around 200 adventures), 
so you'll probably find what you're after, and 
he doesn't even charge a fee. Write to Simon 
at: Grim wold Enterprises, HamlyrTs 
Cottage, Old Exeter Road, Chudleigh, 
South Devon, TQJ3 ODX. 

I could do that 

Phil 10 Reynolds the proprietor of The 
Adventure Workshop is on the lookout for new 
authors. If you have wntlen a game that you 
think would be good enough to retail, please 
get in touch with him, all tapes and discs 
submitted will be returned. Address found in 
the Where To Go' section, 

Farewell Adventure PD 

Adventure PD will be officially closing on the 
30lh September 1993. Mo orders wtll be 
accepted alter that dale, Anyone interested in 
taking over Ihe running of the Public Domain 
should get In touch before that date. 




Clues 



I've got very few dues for ttiis section, so if 
you'd like to help fellow adventurers out of a 
jam, please send in your tips and hints for any 
of the adventures you've piayed. My thanks to 
Stuart Mainland (Ayrh Jonathan Hoey fCo. 
Down) and Adrian Lybaek (Canada), for the 
following. 

Dungeon 

• KiH the squirrel to get some flies but youll 
need % paper to catch them 

Five on a Treasure 
Island 

To get onto the kitchen garden you must: 

• Bring Mm into tfiei sitting room. 

• Become George and position her in the 
dimng room; 

• Become Julian again and turn on the 
wireless. It wiH give a storm warning and 
Joanna the cook will come in to turn it off. 

• Become George and go -vest irtto 
the kitchen. 

• Open the door and go west into the garden. 

• Get the onion and the spade. 

• Go back into the kitchen. Joanna will take 
you back to the dining room. 

• Go to the sitting room and drop aEI. 

Heroes Off Karn 

• Drink the white potion to become immune to 
the firegates. 

• Get Beren to kiH the bat with the falcon. 

• You can kill the black knight with acid. 

• To tree Haldir, kill the vampire with 
the cross 

• You can kill the witch wrtft water. 

• To escape from the cell, give the money to 
the guard. 

• G?ve honey to the bear. 

Tizpan 

• Wh&n you reach the waterfall type in 'Enter 
Waterfall' to get the gloves. 

• To get through the maze go west, north, 
north T west. 

Welladay 

• You'll find the key to unlock the study when 
you examine the fireplace m the farm. 

• Once you've entered the study, type in "Run 



Same' to run the game. 

• When you've left the town for the countryside 
examine the bushes to get a card to get a 
game from the computer shop, 

Who's Afraid Off The 
Balrog? 

We've had quite literally f a few' requests (or 
heip with this GAG Competition-winning 
cove ri ape adventure. Most people seem to be 
having trouble even getting inside the c3ve r SO 
here's a few things to get you started. 

• Inventory, You have a magazine, a mug of 
cocoa, and that you're wearing pyjamas, 

• Read magazine. Great, isn't it? 

• Examine door. Big, isn't it? But can you open 
it? 

• Examine fintel. {What's a Unlet 7 - Ed) 

• Drop all. You're Carrying too much to do 
anything else. 

• Jump hntel (Oh, f know wfcrt it is, \t'$ 
ofray, - Ed) 

• Examine lintel 

• Down. 

• Get all. 

• Help. 

• Down. 

• Examine grass. 

• Examine postbox. 

• Examine pyjamas. 

• Examine pocket 

• Chew gum 

• Get cord, 

• Get gum, 

• Stick yum to Cord, 

• Put cord in postbox. 

• Pull cord, 

• Get letter. 

• Examine tetter. 

• Change address, 

• Examine letter. 

• Post fetter. 

• Drop charcoal 
•Waft (x3), 

• Up, 

• Examine rock. 

• Hide. 

• Waft. 

• Knock twice, 

• Wait. 

• Enter aperture. 

• Now you're inside the cave and you re on 
your own lor a tot. 








-►^***H1 H4rffr« ft* m*m -nan.. ■■ , I I . J// w — ~~ 



ill 1 1 



taut 87: irwfc - the complete tetw of 
buy aid rone* of me Amstrad 
notepad. And! F ootbtf Manager 3 
rewartd, Ful gme of Ne*ar on the tape 



fctue 88: Two comptet* games on the 
tape - TtfktMtHs and Penjwns. instd*. 

Crystal Kingrtrn Owzy revimtf . 




Far Out! 




totuft 89- ift5*cSe - 8uyef s" Guide .o -cii*>. 
and Cf&zy C^s 3 r«viemd. Plkft! tttjjptf 




■ AI.SO DM DISH 1 ^~-~3&%£=* 



On the tape' Steve 0*»s Smote fM 
game) and iARA Sm/cotfe uftttyl, 




Name 



Amstrad Action Back Issues 

I would like the following back issues... 



Address 



Post code 



Phone Mo 



Method of payment (please tick) 

Access vi»G 



□ 



CraJtt Card No 
Expiry date 



□ 



UK price - original cover price # Europe £1 # Rest of 
the world £7 # Post and packing Is £1 per order 
(regardless of size}. 

Please make all cheques payable in pounds sterling to 
Future Publishing Limited, arid send the whole lot off 
to AA Bargain Basement, Future Publishing, 
FREEPOSTj Sofnerton, Somerset TA« 7BH. 



WIT «! 



£20 worth of great 
software every 
month , 

• Top news, 
outrageous comment, 
detailed reviews. 

* Games cheats and 
technical help- 

• Unmissable 
features, useful 
tutorials, 

* Everything you'll 

need to get the most 
your 
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You can cancel your subscription at any time in the future and we 
will refund you In full for all unmalled issues. 



As! Please enter/renew my subscript ion to Amstrad Action at the all inclusive price of 



12 ISSUES 



UK £29. SO EUROPE £47,25 REST OF WORLD £61.10 

To ensure you rezefvv your niagaime and tape Qu*ckfy jod imdarnA£ed. jff overseas su£?SCrJprtcKi* jre seflt Art Afoti 



M yew a<i? an ogling jubsenber please quc-te your subscription reference number here - yau will find this on your address label 
MY METHOD OF PAYMENT 15 Tic* YOUR CHOICE TOT At PAYMENT f 

visa access cam no _!_!_J ] 1 i 1 ( I LJ.J l_l [_Q_ 
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.SHiNATURE 
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POST COM 



VDUH SUl^CltlPTlOm WILL IE PROCESSW IMMEDIATE*. V 



'"d id- AMSTRflD ACTKHV SUBSCHIPTIOWS, FWESPQST, SOMERTON. TAtl 

is valid y util *ist hhsht mi aa/mac/ob^ 
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A notice to all 
Amstrad Action readers 



WHY ITS 
SMARTER 
TO ORDER 
YOUR ISSUE 



Amstrad Action has be^n the CPC world's 
strongest and best magazine far the best part 
of a decade. If s still going as brilliantly as ever. 

However, some Of you are finding rt mcreastngty drffticutt to find the magazine 
This is inevitable, because there are now more computers and consoles, and 
therefore more computer and console magazines filling up newsagents 1 shelves. 

The solution is very simple. Just ash your local friendly newsagent to save your 
copy every month. They'll be more than happy to Oblige. That way. yotfre 
guaranteed your monthly fix of hot CPC news and information, without having to 
hunt around for your copy. 

Youll find a coupon in every issue of Amstrad Action, but you only need to fill 
one in, and hand it over to your newsagent. 

We are commited to keeping the CPC scer>e as vibrant as ever. But that 
depends on a Strong magazine like Amstrad Action it's all down to all of us who 
know that the CPC is a wonderful machine. 

Make sure you aren't missing out on the CPC, Things are happening 




Colin Campbell 
Publisher 




SAVE 



See page 8 
for the coupon. 
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ADUENTURE* 
3D COMPUTER 
IDOHID 





Another month, another 
bunch of free software. We 
asked ace reporter and self- 
confessed Yorkshire man* Tim 
Blackbond to check it out- 

RUMBLINGS 

Eh-up, by 'eck, and sithee. Dusl !ha r know Ah 
come from Dewsbury? Eee, if s grand there. Aye. 
'Appen. it ought to point out at this juncture that 
Tim dtdrfl actuaity write that But I thought it 
wouSd add a bit ot character to the whole thing - 
give you some idea of who the chap is that wntes 
this stuff* Anyway, carry on, Tim. - Ed) 

After the massive surge of news that hit the PD 
scene fast month, everything seems to have 
gofie quiet again. There are a few stones that 
might raise an eyebrow though... 

The games fanzine, ALIVE AND KICKING, has 
gone up 15p in price, making rt a whopping 
£1 .35. With an increase in pages and quality, you 
can still be sure that your getting your money's 



Ehck» m, tir, I nwidvr f* yw would be 
kind wiotigli to direct mm *G the chip «hofi? 

worth m games information. And that address m 
full: 3 Causeway House, Kelstedge, Ashover, 
Chesterfield, S45 ODW 

Also on the magazines front, Steve Hayward 
has passed the editorship of CPC User (The 
United Amstrad User Group magazine) on to a 
figure from its past John Packman. Those who 
remember Mf Packman from when he was last 
the editor can welcome him back with a smile 
and cheer, those who don't had better formally 
introduce themseh/es, That's about it, realty. 



¥i*v of course Co oast fh* blob, turn right 
at ttrt blob Hod if* th* third blob on thv kit 



SOFTWARE 
REVIEWS 

DosCopy 

By Andreas Stroiczek 

Available from Presto PD and Sheepsoft 

Wouldn't it be great to have a program that would 
convert your CPC files to MSDOS format so that 



KIRK EDITOR 

By Alan Sharp 
G,D PD Utilities 11 

The Public Domain wortd has more than its fatr 
share of word processing packages. All of 
which are either CP/M (tedious) or BASIC text- 
editors (pointless). It's good to see a program 
that somebody would actually use on a regular 
basis, 

The Ksrk Editor has everything you would 
expect to Find on a basic word-processor: 
Documents can be re-formatted into user- 
defined margins (with a capability ol up to 250 
columns of text), single accidentally deleted 
lines can be undeleted,, the number of words m 
a document can be counted (useful for that one- 
thousand word report on 'The firth of Forth in 
The Eighteenth Century 1 ) and blocks of text can 
be mowed, copied and deleted. 

Not only are the usual features available, but 
there's a few others that you don't find in most 
word processors. For example, a built-in 
calculator window can be called up at the press 



of a button. Not only that, but sixteen lines ol 
text can be transferred to two separate 
notepads, These can either be used as a 
temporary buffer for copying sections of the 
document or to jot important notes in that are 
needed as reference material while typing your 
report/novel/letter, In fact, in the on screen help 
bar that takes up the bottom ssx lines of the 
screen there are no less than twenty-nine 
options. Should you memorise this library of 
commands- the help bar can be removed, 
giving you more space with which to edit 
documents, 

By just pressing Control and Return 
simultaneously you are presented with the 
menus to print your document, save or load 
documents and several utilities [even a built-in 
disc formatter). Files can be printed with 
embedded control codes as a straight page*y- 
page layout or Filofax sheets to be cut out and 
thrown into your personal organiser. You need 
never miss arather appointment again. 

Finally, ten macros can be set up to take on 
several commands in one short keypress 
(setting up a page with the address and margins 



I: 



Oil tia, If* Attack Of The Art Editor* WHb 
Slnnty Screen Grabs, Run for your lives! 

for a letter is one suggestion for this option). 

The Kirk Editor is fast and easy to use - two 
things that are so important for a word 
processor, Don't expect it to go as far as 
whipping the behind of Protext or Bain word. For 
the person who doesn't write much, or just the 
ptam cheapskate. The Kirk Editor is the best 
public domain AMSDOS word-processor you'll 
find. Wlaybe further versions might see a more- 
polished look to the menus. 

82% 
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ROUEN TUBES 
IN 3D COMPUTER 
UIORLO 



Ah, y«, thank you, J wits looking over there 
hf th* blobs, no wonder I couldn't *** It. 

you wouldn't have to stay until nine o'clock every 
night at college doing work? Weil, there has been 
this type of program for a few years now (check 
Moonstone's CP/M 2mlh but DosCopy marks the 
first one to be flogged for the hny prices of 
public domain. 

Apart from Qurt and About, the? mam menu 
offers three (useful) options, these being; Setup, 
Copy and Format. Copy and Format do just what 
the option suggests (discs can even be 
formatted to MSOQS) while Setup allows you to 
change the defaults $uch as 40/80 track drive 
and eiNary/ASCII transfer, 

Although not being as fast at transferring the 
data as 2inl , if s a lot easier to use {the whole 
program sits in the memory at once, so there's 
no constant disc-«ce$sing) and you don't need 
to boot CP/W before toadrng it. There is some 
bad news - youll need a 3.5* second drive, but 
blame the PC manufacturers for not fitting a 3" 
drive on their 5 ck: ailed topof the-range machines 
for that.. 

85% 

WORMSLKKERS 

By Andreas Stroiczek 

Available from PD FUN (Games 22) 

Adding his say to the current European snake- 
game competitions, Mr, Stroiczek has managed 
to give U5 probacy the first four pjayer snake- 
'errvup (now r 111 just wait for the millions of letters 
proving me wrong). 

Each player has three lives and starts from a 
separate part of ttie maze- The idea is to fly 
around avoiding walls, forcing your best fnends 
to die and pick up a few of the edible goodies on 
the way, 

One of the best points of this game is that 
running into a wall or another snake doesn't k9 
you, you just get smaller, ff you manage to turn 
away from the wall before you disappear and 
lose a life, you can carry on - but this is where 
we encounter a problem. The game starts off 
fast and then gets faster. 

If you can stay aiive for more than fifteen 
seconds, you'H be at the pinnacle of human 
reflexes, in short, it's difficult! 

Even though you don J t have to have four 
people to play it - you can whizz around the 
screen on your own if you like - the game is 



marred by the immense speed and ease of 
death. A nice game, though, but the concept 
wears quickly. 

70% 

ADVENTURES IN 3D 
COMPUTER WORLD 

By Paul Bannister 

Available From PD fun (Games 22) 

Exclusively from PD Fun, the very first game to 
be released into the public domain using the 
infamous 3D Construction Kit. For those who 
didn't fork out £25 for the 'Build your own Virtual 
Realit/ package, you won t know how difficult it 
is to use. Not so much difficult, more of a sort of 
skKKJ-ow. You need the patience of a saint to 
use it. Now, we can see what can be achieved 
with a little imagination and a lot of time... 

The idea of the game is something we don't 
get to know. Perhaps Simon (as in Walker) also 
rules out documentation files with his 100% Fun 1 
policy A sitly idea. The adventure starts off 
outside a building of some sort, rather like the 
demo that comes with the original game. 
Shooting at the door opens your way inside only 
to find a computer, which is in need of a disc 
(Tip: li s in the filing cabinet}. Along your way, 
solving puzzle you'll encounter one of those 
walkers from Star Wars, a treasure chest, one ot 
tho&e irritating 'choose the door to go through' 
bits and several trap doors. 

Screen design could be tarted up a bit, to 
nuke it look a slight more attractive and to help 
take your mind off the fact that the CPC isn't very 
good at Virtual Reatity, You can wander around 
and have fun in yonjr own special world, but it's all 
too pointless without knowing what exactly you 
have to do... 

56% 

DISC O (V1ACIC 

By Joker Of BEN 6! 
Available from Amsof PD 

The guys at BENQ seem to building a name up 
for themselves as people who were put on the 
planet solely to write disc utilities. We've already 




Apparently ttipre nva^n't any work St 
all in the A A office wH*n this gamf arrived , 



seen Crown's Cruch, Turbo Irnpioder and Crime, 
so how does Joker compare? 

The opening screen contains the usual 
incomprehensible demo<oder waffle > the 
greetings to fellow %eeex' land while we re on 
the subject, just what is a 'freeek? Answers on a 
postcard, please). Pressing space takes you to 
the main screen, featuring a directory window on 
(he left and a wealth of options sitting on the 
other 75% of the screen area. 

The options include: Copy File/Disc, Format, 
Read Only, Hide File, Type (lists file to screen, 
regardless o* whether ifs an ASCII, binary or 
whatever), Delete File and many, many more. In 
fact, everything you might ever need to keep 
those messy discs m order is crammed into one 
program. Everything, that is, except for 
compatibility with the formats for higfveapacity B: 
drive discs (RONDOS m particular). 

90% 

G PAINT 

*GPaint. Wasn't the art program that was given 
away on the AA covertaper said the collective 
readership ol Amstrad Action with one voice. 
Well, that is, in essence, correct - the GPaint on 
the cover cassette was the old version. Old, 
scruffy and suffering from senilrty. 

As well as having all the features of its 
predecessor, GPamt has also been blessed with 
a smartened up menu screen, built-in pattern 
editor, several line/brush thicknesses, faster 
execution of the block copy/re-scate operation, 
and... tons more, frankly. 

The fact that it looks so good makes the next 
bit Of news even more sad - if s all sn German. 
The main menu comprises of easy -to understand 
icons, but the sub-menus are gewng to be a brt of 
a problem if you can t get to grips with the 
language. We'll keep you updated as to when it is 
translated, until then you can either get it from 
Presto PD or simply drool over the screenshots 
for a white.. • 

So that's it for another month. If you want to 

write to me with news, views, questions or 

answers then the address, as always, is: 

Amstrad Action 

Public Image 

30 Monmouth Street 

BATH BA1 2BW 




If s such a classic concept that ivtn cfyiKMn- 
thr~wwt witsaEv umts umi in to haw m fl-o 
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For Sale 



AMSTHAD CPC 464 0,ree" mofusor. key 
boa^d, 21 games pius ft AmsJrad Action 
tapes and magazines complex with mang 
oJ oicwiJflfil condiHon only C80 ?•* {091) 
4142565 

AMSTRAO 464 own mo^or 50 
gafn«i, manual, dmtt covers. Good condi- 
tton C7S ono. Alao MP2 modulator aormi 
BOCket Eyp«9 £20. Til Fr©d QB1-£4ti 2261 

BARGAIN AMSTfl A D C PC464 , rronJEor, 
jape playo* (wtarnet) disc & tape q^tos 
Ch.'M £,2 disc, tnanual, 2 JoysHdk*, 6 Ms. 
sell for £90 or wrap for remote control 10- 
14 iftCh OOklur TV. Ring (0609) 
aher 6p/n 

FOR SALE Ttais The Foji, Ft 6. Batman 
Trw* Mowo, - ail on *sc £6 aach £t0 tor 
two. Call BIN on 0653 693899 altar 4 pm 

AMSTRAO 4*4 PLUS win colour monitor, 
2 joytilicto, control pad, £240 worth of 
lop aamaa - Tumcan 2. etc, ono 
caruidg*. maflarirwe win oovurtapes. 
exceflanl condition, as new. bargain 
£300 ono {0934)521656 

ATARI ?C00. joysticks and six 0am|fc 
Gamefi worth approximately £30. In good 
condition. WlH salt for £3S for Quick sate- 
Tc 1(0493^440914. 

CFC6l2fl„ 30 games, Ta&word, Slop 
Press> Mm? Otfce 2, Prinlef lead, mouse + 
interface, spoacri aynlhe$i&er. CoJourDump 
2/3, AA magi 54 r 55. 62 92- All extent 
condinon will spin Tetephono 0237 
474BI3. 

CPC TAPE GAMES and *Wk RAM e*pan< 
fti&fk Pflca £310, Will DeU tor 130. 76 
games. Gam^s Induda Rodland, 3D 
CoWudkK* Kit. Smash TV. phone Rob 
after 6pm on {0203) 444190. 

cpc em colour crmu monitor, 

modulator, rrktiu-w. Stop PrasS, 
Mastemtito. Mtfrix, Mini Offtcw, Float 
Sir flei. krto of flamttf taught thw weeks 
t>e<ore lawncti <A P*ue Outstanding condi 
ton. £m 0633 260009* 

TWO 0X4000 MACHINES ,v* -v^ 

gamos in totaJ Spdtti in vary rjood concfr- 
rjori. All oamftK boxad witTi instructions. 
ESO lha !of H plus postage (£8} or buyer col- 
lects. King* Wlnford (West Midlands) 
(0364) 293417, 

RECENT AMSTRAO MAGAZINES for 

sale jACU & AAV 40 magazines altogeth- 
er, worth Ovttf £71. win 5*11 lot f 10 fJius- 
p&p. Adam Uytrnan, Clach-fio-Fairv, 
Lelloch Road, PUtochry. Perthshire-, 
PHI 6 5 AT 

AMSTRAO 6126 wtfh CTM&44 colour 



include 30 h flames. ;xif!t> «Hjcatlonal soft- 
ware on disc All hardware- la boxad. £225 
ono. Phoiw Robert on (0300) 341570. 

AJMSTRAO FDT second disc drfw £65. 
SOFT%fl Firmware manual £20, Citron 
256k Silicon D.st €30. AM boxed as 
new. Ciffi Lawrence 061 662 9659. 
Manchester (fi lackey). 

AM STRAP 6128 MONO wrn DMP2000 
printer, cassette unit, joystick* and games. 
Will $0lr complete wilh eto$K urnl. All in 
excellent condition £400 ono. Atari 2600 
consote wltti games £50. Talftphene 
(0509)513343, 

CPC 612S GREEN MONITOR. MP? mod 

ulalor, Slat LClQ, Biunword word prooos- 
sor disc, system dracs and some Qa^es- 
Manuals and leads indtutod. £200. Tri 

FO 1 SECOND DRIVE tOf CPC6128 
(rKiCucsng cable Hardly used £30 Tel 0933 
311526. 

GOT PROSPEIL RRUNSPELL, 
TASPELL? I nave corrioiled a massive sal 
of alphabetical ASCII lite*. Over 1 00.000 
words on cfisc to build up your own dicfio 
iimy (l ■■■■ . . i -I-. ■!.,!•!. : s.m \o M Snea\ 
65 fi*1h Road. Southwa, Porigmouth, 
P04 OHX. 

SEGA MASTER $¥$TEM fl wfth 13 
garner # one buiH in, ona control pad and 
P^^f, a* lor Ci tO. C*H AHaon on 
0442 2l72d7. 

AMSTRAO CPC464 casseno garnes. 
tndudin^ Double Dragon II and F-i6 
c rtit'&w Pikrt Rwtsor^M pnco* ( also 
wiing to swap), for Irsi send sao to Emily 
Parte, 32 Srojdhurst G«rd*ns, Hey ford 
Mill Lane t Sand ford. Ox tor d, OX4 4QY. 
Hurry. 

FOOTBALL GAMES. Emtyn Hughes 
International Soccer, Italy 1990, and 
Fdflbali Director il {ail CPC discs) tot tale, 
plus Tho TotkoHjn Trilogy ftapa) £^0 the lol 
Ring Oavkl031-667 7970. 

CPC 464 witti oreen monitor also MP1 TV 
modulator, manuaJ and game £65. 
Telephone 0272 604040 

AMSTRAO CPC464 wlh cOJOur monllOr 
and joystick, tOQ* games, 20* AA mags 
and manual. Two y^irs oKi good condi- 
tion, t?.7b ono Contact Elite* otter 4pm 
om 0£62 &94110 < North Scotland 

AMSTHAD 464 COMPUTER complete 
whh 50 garnas pitis joysllck and modulator 
I for i wt? wilh colour TV no iTWilor) <stfCOl* 

lent condition and working order, maga- 
jCtae* incfudad ST2&0 ovna. 0271 861329 
(North Devon), 

AMSTRAO CPC464 £100. GT65 monitor 
£30. 64k RAM expansion £30 DOM cftsc 



drive £55, lots mare software & hardware. 
EveryTrurta. in very flood condition. Phone 
Paul 021-357 2566. 

FOR SALE Grange Hill, 0ia*y 2, Super 
SSunman MdK Race, JacH Tna Nipper 
Darn Buster, and (nie/rAcor Piloi WWI 
swap tot ik'Himing* or sel. Contact 38 
Carlisle Road, Queen's Park, Bedford, 
MK40 'iMU 



Wanted 



AMSTRAO 6128 COLOUR MONITOR. 

Have Smilh Corona XL 1500 (r/|»writor) 
maybe tor pan exchange. Also nas anyone 
got SOFT971 *0 CP.'W Plut, ptoaM, 

Phone 0925 56724, 

ALMOST ALL LEVEL a GAMES wanted 
plus Purple Saturn Day ai&o wartetf WW 
swap one Level 9 game for ono, or two 
g&rie$ 'or PSLV Telephone Carr IckTargus 
361 496 (N Ireland) after 4pm. 

WANTED AMSTRAO ACTION ISSUE 83 

inciting covtrtape. Will pay cover price 
plus p+p Ring Keith on 03B4 67712 
(evenings). 

WANTED DESPERATELY Murtifaw 2 lor 
Plus Phone Kelvin on 0205 
3*5963 flftw MO pm* 
PENPAL WANTED. 61 28 owner for game 
cheats, cfiat and tips so gel writing to tan 

Sampson, ae Bern view P,irk, Rplt^H 
BT14 8HU. 

AMSTRAD 612$ Ptu» C*WOtt« ptayer and 
lead Phone 0513 354242. 

WANTED MATCH DAY 2 tor 464 [apt*. 
Win pay. Tel Darrun 07?? 650783 or wnte 
Eo 37 Brow Hey, Clayton Brook, Lanes. 

PEN PAL tor eccenlrtc teenager, I'm 17 
years old* mala, and need somebody to 
wrile to aooul anylhmrj. Phone Darren on 
0493 650362 after 5pm weekdays. 

URGENTLY REQUIRED! PUBLIC 
DOMAIN software tQt n^w cattle PD 
library Cassettes only, AM cassettes 
relumed as soon as posstota. Send cas 
s^t«5 to: 75 Nightingale Road, 
Edmonton, London, N9 &PX 



Other 



PENFRIEND WANTED - owner of 
Amslrad CPC464 cassette wtnA) l|ti to 
swap games, give nolp. and Hps, rna^B or 
foniatr> aged 15-16 Please wnie lo EmHy 
Parle, 32 Broadhurat Gardens, Htyter 
Hill Lane. Sandford r Oxford, OX4 4YO 

NEW TAPE ONLY PD LIBRARY rt^qu>res 



rWw sohware. Seng? programs to 464 PD, 
1& Cherry Garden 9, Bishops WaJlham, 
Hants, S03 1SD. Send SAE rt yOo wanT 
your work rolyfned. 

DOMAJN PO LIBRARY i & alive and w*i. 
Sand SAE or 3" disc lor slock kst and 
drjia-is d special oner Bwrit Snoii. 65 
Bath Road, Souths**, Portsmouth. P04 
OHJC. 

AOVeNTURE AND STRATEGY GAME 
CONTACTS warned. Willing lo swap, buy 
or soil games on tape or disc Replies 
OuarcHit^Jd. Contact Mr N Allen, 
19Kalhaway Drive, Nuneaton, W&rkg, 
CVll @NU. 

POSTAL SOCCER PREMIER LEAGUE 

Ejqwnanoa the thrHI ol rnal lootball man- 
ajgement- Fow drv^ns with accuradi 
players and loads of features Swud SAE 
to PSPL. 2TB Church Slreet Limaudy, 
BT49 0BX 

SWAP MY SPECTRUM +2 and games tor 
DO! i orive for 464. Throw an some tapes 
or Sega carhdge-.. a:. w<ril con*aci David 
Currla. 69 Heol Glyntiwr, Fishguard, 
Dyfnd, Wates, SAC5 Ali 

HEX HEROES PD LIBRARY. Ovw 100 
wlttctionB at 26p eadh. Send SAE to 24 
Woodond Lane, Slalybrklge, Cheshire, 
SKI & 2$R for a free catalogue. 

STOP PRESS! compaticron lor alt yod pro 
grammers oul Chare Send your lac* disc 
to Nlchola* Gnrvoy. 20 Balklnaleck Una. 
Poyntzpdu. Newry, Co Down, N Ireland- 

Sast program ractiwes lie ape of software 
and other phras. 

AMSTRAO ADDICT DISC MAGAZINE 

now with graphics, reviews, news, tree 
programs, muss. Send E1.25 + io 
John Anthony GoMogly, KHIabrlck, 
Carrlc^macross, Co Monaghan, Ireland. 

Go on, odoictad. 

TUCK PD - for a stock U&1 send an SA£ to 
Mj'itlhew Tuck. 15 Ravtncar Road. 
Ec king ion, ShaffWd, S3i 9GJ. Also 
loads of non-PD sottwaro {2nd hand* tor 
sale 

COMPUTER COMMUNICATIONS. The 

only service that Allows you to r&nr, gamos 
or buy Ihem cheaply. Send blank casstiRe 
lo 10 Fatten Close, Matchborough East, 
R*-ddJlch. Wo res, 0AG 



ORDER FORM 



DS. AD PRODUCTION, FUTUFE FU3USHHSGLTD, BEAWDHDCOUKt 30 WONMCWH STREET, BATH, ^0W6A1 2M 



Pleasa place the following advertisement in the next available issue of Amstrad Action 



READER ADS! 

If s true - you can advertise lit Amstrad 
Action for NOTHING! It's all part of our 
continuing efforts to provide you with 
the best value magazine 
possible. 



Classification. Tick box: □ ForSaJe 



J 



Wanted 



Q Services 



Li Usflr Group* LJ Othor 



Write your advertisement here, one word per box, Include your name and phone number if you want them printed. 



I 





1 NORTH MARINE ROAD, SCARBOROUGH, NORTH YORKSHIRE, Y012 7EY IF YOU'RE IN THE SCARBOROUGH 
AREA, COME IN AND SEE US. OPEN: Men-Sat 9.00am 5- 30pm, Sun 10am-4pm. TEL: 0793 376586 



AMSTRAD CASSETTES 



ADAM ASSEMBLE*. ^CWOI 

vwmmsM— — taw 

w w*& taw 

a£Cam$. FAMfty >» trty £375 

ajmmOm 65.9* 

£099 



GHOULS l r* GHOSt&TUm 

outjlm 





—CJ7S 

rat* 

iuurti«3iTh&iwm Q.15 

om ovAiMt .ea « 

CHUCK* EGG _.. £9.99 

CGipW IMDGC — £199 

C*A2* CAJB 3 ■ 



! a>» A**ji *n < • '*>' • "■■ m*y 

UCrfOff ff 

LAWOtOl 

«Of« 

mahbs or n* wni- 

MOfcs — - — ~ — 

MM owi „ 

M*3S9 „ , 





K5*E1 *aI^^.™_h t£-99 

DtfiY »*CI Of vCUfOU — . £3-73 
W*A «M» 

motxouoc 

E^tcitAw tuPfj league i« a** 

FllSfKtAGU. £*9* 

MUM 1AM. ,.™™._tt» 

Foonwj aaamagr 3 n 99 

GAiAWKXCI £4-9* 

&Ai*mn 5 ., £i» 



12 9? 



HAjfeca polo 

rflMMfttOftfi 

tJNjA fetMtt 

tfUJASMMT , 

OttJTfAAICHi 

OWaJM ElKOp AG lOC 

M naHTtitsufM space 



ftA?OC»+ 

WSIWRTM A CO 

TTftCAWfl 

»o unhcs Tom 

ifrMOTAU* 

HA#*0*-£LANP 



« » 
£9 50 

f*» 
£2 99 

«.» 

.. 

£199 
£S?9 
«99 

£9.99 
££99 
£9.99 
£9 99 
,. £9.99 
£3 99 



™ 

UPFO 7 VEA« 

SffTWQJWAAjl 

SLAftDbST 





ALrfl&tf 
A***L*NtUttDK*i5 

AK>fif umaquu 

AjJ*wfJJ0«F^W*nY 
INI MfAJQfi ; WEAJOOUT GAJ*£> 
QEAVf ttAj* 

CaBal 

iOLOSSflM 
DOUK£»AGON 

P^AMtt CAN 
RKPtA* SOCCEt ChAliBJS. 
flAJ-SPQ**** 



ttWtW TO MAJCU C*CKET 
KAWQC (HELKWtt ttMUAKM) 

J^AMfS iOtCF* MANA&I 
KtNNV DAlCiUSH SQC CEA MANAGE! 
LfiDKOft* 



won 1 manago 

SAMUtAfYltOer 
LaAaCIN 



noil 

TUOOICKlSM/tAlCft 
VWGN ATlAHISC. CHAtifNGC 



ANY 5 OF THE FOLLOWING ! 1l _ 
CASSETTES FOR £5 



BACKTOIHEfUTUfiE ■ 
BARBARIAN il 
EAT BUP t WADERS 
SLACK TOER 
OASSKIPUNTR 
OASSKI TRAJf^H 
>^AD BALIS 



wyatiCAi 

OUt AUK 
ROOMTtM 
TttKAOE QUEEN (S FOfCtA) 

termimus 
Tin tin on the moon 
weujri5 (30 tetws) 



DISK COMPILATIONS 



TOLKILN TftkOOY . — Xf w 

^ new lOto cf TV* irt»'MAao*s of Moaoot 



IttBdCMft^ ^ — 



CHAHftOHS. 



MWU*6*» ifiHAH SCiJASK- MA - LI > Li V 4 ELti 
OAJLACTK GAwiS.iiiu, /fr.ifff^tf 



£9« 



HMH + T>* Of* IfMt HOW 



..£9,97 



HOM£ fNTS CtHTRf {PCW> -. 

LOOFZ COUtCTlON _~.-EJ,?* 

LW.YH WjGt&i AftCAK -tiUttv 
A.-T'C^L-Jn.-hiinjt SKUTtR. 





1 1 0AMM + W«D PAOCE5SOR..... 

^LANQMAhkf --BLJFF MMJWttZpQL itr 
EA9 AA<P*fGj&KXAt=D Cm TMt ItOPL^ 

KAJRO ATTAOLTl« G*JAC«: 

"rut COUJttTOfcS 'Ht*ti- «^ge*flH| L^n . k. J f pft 
SMA&O* 0* THE MA^T.^sUPtt tAJ»^G?*A£4 

IKTEGtAL MrCH wEimj^nows ,.X?,W 

LLVUS ISW SWFiOflMli4E."IC? r r^TA CELIO. 



WT^0AJW«S 



lOCCUt 



GX4000Ml2a+/4M+ 
CARTHIDGtS 

S«TC+Hft£AD£,^,., -., t«-«9 

NO GUT... 



AMSTRAD DISKS 



W0 wmsAJOr i ..^£t » 

St MAOON 



EJ TS 



ACBON fQMCt ,,^_.„ _ 

ADAM A*^^l*Kw\KiMlf]lMOWOfl 

lAOt I01« rUTURE fi#-3 

AATTlf OF TW SLU5I _ 

•ONA/OA ifiOTHlK^— 

CAMAJNiLOCC -, . . 

tASHSOOK — » 

<&CQ HEAT ^ 

CUMCD 

COIOUa^ MW 



THOMAS THE TAW ftJH 
1HIH VOftDS Mil UP" TO 7 » » 

tdtal %e call ■ •-<Pf*# 

THMAJ. PUtSUT 

VEHKTTA , - 

VUtCA*L^-^. ,-^ j%m 

WKLEMAXS £7 99 

K jQMT.-- '■ ^^ M .Jat*t 

njBTLEi iiAME * rOETUS 

-OLXBUFAOSL .iiW 

aDmUTH WA6 AjyQH^UCKT 

«tt_ an 



COLOSSUS CHt$* *CW_ _™ 

cotoousnucn- — , 

OWUK B., u iip 

OAld! SCtPTft 

COCGWy ASUI4LEJL MON(TQt d 

OB««IWE.wrtJ!E$i 

DQtiU DEACON 3 KOOLAMA #L 

flAQMAH 5Ltre*l£AGy£ 

I.1A * MAfMAL _ 

FOOlftAiL makaGU # OPA?<5*5« nr 

:»OC?1lAlL MAMAfiEfi 

G4AX 

HttOOUESI «i 

lOHEnraif iROLf FLAyHG). 
LOTLU 1 

.MCwOfOt* 1 

MOKTY FrTHCr^ aVTNG CRCiJ 
AiTTK. 

*tw >OftK wAftfdOftS. 

Nttfl MAAQfii 

N*UA HMK ... -^u-^ 



£5*9 
£5 99 

£9 99 
-C$99 
£4 99 
£4 99 
£199 
£4 99 
--tft.99 

to « 

rJ4,99 
£A99 
£6 99 

.,£?.» 
£9 49 
£199 
£799 
£7.99 
f« 99 
£9 99 

um 

. £6*9 
LA 99 
fA99 

U99 

. LT.99 

to « 



pop bp 

5AJNT DSAfiO!* 

SCRABGlE DCLtHPCW 

SHA&O* DAh*C£fcAU« $TOftW 

5HAJXi*C*THiKAi , t 

$MCHV - — ■— 

5TACT CHUSACC .._ 

SEEYT. DAVtS SnOCkII PC* 

sum CAB. _ 

SLWtOf*tOAD. 



J«l $*At< JWACW * PIT f USHTEJ! 

$tfKMUA-, — , « h- 

T£lt9& i ! 

5WIES 

TVHTTES CON OP . 

WWCtAH CflKt«V 



£7 W 
J4.99 
. XA 99 
£fi9<» 
19.99 
£4 99 
£9 99 
£9 99 

W99 



£S«9 
U99 
£4.99 
W99 



SPEClAi 



DOUftLE PAGC 1 
HE^OOUtSTWICHBADE 



14 99 
Xf099 
H*9 



SOOTfS FUN wifM Nljft«CT5 £1.99 

lHOMASM lAM(FJ4C3i4EFlJH WFTH VOWS £4.9? 

»OYHAOlUrTOTnAA) 415 »ro* TW 

B4AHK r DISKS ^™., + ™ £1,00 



BUDGET CASSETTES - £1 .99 EACH 



CASSETTE COMPILATIONS 



max ttftMAfftOH 



□OL*^ DftA^^«6*CJ«r?EJtw0^^ *1A' 

THE BtZ., » .C4.99 

IXXSlf C«aQGN*TWC- 
OPRAJON WOLF4ATMAH 
COiNOPHfTSS X4 99 



CyNASTY WAJSUHfci, SPfW.WWAMtE.- 



kkj-j pack i . 



.MM 



POSTMAN: pAlVOP£f£ ftTOOTy + S , *€£F.■ 
^OftW^W^M OXKULA 

i PACK 3 ,™™ W ™„™^.™,...™X*.W 
FHEMAH SAAVCOtSNf iJUC3£ULA g-OOKLT. 

posrwsH w a-Huaey w«ahgch * mash 
*uren Htacts ,,. w 

LAST HHJA 2 WWW f THE tAST 0«USAJM; 

ftHfOE* i iAMf^ IO«0 ?F* SPY W0 LOVED m£ 



RSTS OF FUflY - 



TCUUt*A60ett 



XA99 



CHAJiT ATTACK-. 



laUOO-* Of Tl* «AS1 -HiPtl CAft&fOTLfS tL**f 
LWP^iClMOLF.ilSHOLi^ K GljOlTS 

0AWC FOflCI „ , Xfl *9 

CQaaJLAT , 

HANKA feAftBtflA COUiCTlOH .. SAM 

FKXG KOHG PK:?C34?. 
ftUFf AJ* 94 ThS SPAT£ Afi^EK FUH 

ULTIMATE COLUCTTOK „ k 13 00 

SKAT1 VAfli^Lffft CAfi RACEF. 
ftQTEWETOul 

HHGCH TWLOOV ?i , j w , i_" ™.„- r ,„£4.?$ 

CTMUALL ttAXESCAFE ffiSM THE HAfCT Of tHf iC«0; 
WHSIEK 

WPf£ itC*A ^„.._ J^.-M 

OA£iflK?WHV*^KT^Ttt ^OfHACO^ P/ 
EV*Al>jO£J?E?i AX£ 



TVWCAW HAGOHSW.1«C4m SPPT 
THt FUH fOftCC , L1M 

■AfiSlAKlAN WjfefT HJN^CAliFDKNlA GAMt.S 

TMI COUECrOftS .■R£NCHh$7iUCtl>4) 13 M 

5HAGOW Of THE lEASraPEf CAJK. 
S^^HiEA^lOfUStSWiOHOULS N <jHCm 
IWTiaftAL imWLH »CT*uCTO^; £3,99 
lOTUi I .WW *DtA«toTb906A C£UtA<^ 

1 1 <iAM£S * W«D P«0CC&SOfl £*,99 

HAHOMAKfW MA^HJHtV»»« fttAy 
AAVT^AD-ICXaHO OK THE ffOPES-'ANAMAi W&WHL, 
M#*fJ^WMU^V.«AHfiEl ATTACICIHE CiAiACTIL 
nA4Uf,*C£AK> IN WttAVEiSiAlAHii iaaIL- 
T htf£AAAN ONj£ 

^fo«T5 + $4<JU.£ 5 , 

w soccamyrT mao**. ^anu lank 

POPffl COLLtaiOH JU 9* 

POfOl 1.94 1 

POfTMAH PAT COU£CTl0H — — X4.99 

POTMAN W9 r C * ^ 

JOYSTICK THWMB_.,™ _^tf,9y 

«iA*WOftOWiS^O*&fi.^ffJl^OOL' 

CHAUENGt^S 



10 HOI HfTl n . - X4 99 

SL^rt^A l .Jf-.AGtNT X ^."fcANli-'LA $*AT.' 

PCCXHPVWAV Of THE £mOD*N& FiST-tSAN DA*£/ 

f Ail Cf TV-^ORMIAA l ^WAAtO* 
CtaAM ->^Pf*> CHAliEMCa.'T EALL'TBLISTi'fAftlt FAlftOt, 

-*>p ^AJS-HAffvtY ^A5 Ban j f A "a^; 
NtNIA HAA#PiT^.t*Wl ff.^ e0?3<yT*CAKM 
MrtW 0# IHt Nte-wtOA A^OCALWfW 
L^MJRLA*fl£E ACTNA-TafctbA** SCtFTlf 



GfHCMlMOU.5 PACK, 



._£4 99 

UNlfe^RAPaJCCtrA^E MLBtTEnK 
TCHKFIN TftttftRv , ^ C*> 99 

11< HOWf [ LOSu Of T>€ S^SiSHaJXW Of AO*D0t 



tt& Al»0* r j AA^t MM VC-M? KOt* <£ MTJuWW Bf£ SVrtttATCMMX NHIA^W^ ^OSVt^WOK ^ A *AU/ 
SO^t Fr <HaL1E?*jE'T^€ S£At 5TWT EX^RT%^0*A5:.Ar ^O*C"h0< C<t fi05,V*fUH fC* <3HX£XvCAD 0« AlWlUEBO M7 
A&fRAUAN RWlES f^SOTRAiWaliN toAt*UHCN + jUK^AA* OftE-%^ »ft£StSt« FCMCI COK 

DISKS FOR PCW 8256 



BtTTER SPELSJNG.. ..9-14 . 

BiOLOGyi .12-16. 

MAGKT MATHS 4^.,. 



..£6.99 MATHS MANIA 3-1 5 

£699 CHEMISTRY 1... 15M6- 

t5,99 PHYSKS l A* 16- 



£6.99 
jE699 
£6 99 



GAMES SUBJECT TO AVAILABILITY. PLEASE NOTE - A PHONE CALL RESERVES YOUR ORDER. 
ORDERS UNDER £5.00 ADO 50p POSTAGE + PACKING, CHEQUES + POSTAL ORDERS MADE PAYABLE TO WIZARD GAMES. 

PLEASE ALLOW 7 DAYS FOR DELIVERY, 




IVe never really wanted to be an artist (wtoch is 
why, most probably, I'm not}, to art critic seems 
much more hifi. Sagging four years of 
someone's work and making various references 
to potato shapes whilst watching someone's face 
Crumple as their life (alls down around their ears 
is much more my styte Besides, f dw't look 
good in a nightie and floppy hat (despite (tie 
vrcKMJS rumour sj, 

Up until now, people who wanted the create 
nice -artwork on their CPC han/e had to use the 
OCP Art StiidfO, Thrs had one mam disadvantage 
- couldn't take advantage of the extra 
capabilities of the Plus range. 

AU that looks set to change though, as Rob 
Buckley's new package, SmAiU z was written 
espfcciartEy to use these exira abilities oi the new 
(well, newer, anyway) r ange of CPC type 
machine thing*, 

For the purposes .of this, review, 
we'tF be comparing SmArf t with 
the current hero Of the CPC art 
mrfd (what, like this is a culture 
thang?), Advanced OCP Art $ftfcfa So 
here we go 



Icon see for miles 

the hnt thing, you'll notice when you toad sip 
SfnArt* is that the layout * completely drtferent 
ffom GCFs top menu bar system. instead, there 
are toad*, of icon* at the bottom of the screen to 
do with what you will. 
The features are fairly standard: 
* 'ipray can - a speckted eff«vr;t r wlHch grows 



* bpray can - a 'iperktad effect, winch grows 
thicker ttie longer you spray. A bit Irke a real 
spray can reaily, 

* Fi - for fating large areas by flooding them 
with a colour or pattern of your choice. 




O 5 ? * □[o] 



This Is im> a* a young boy, the S^h*«rii 
You can Jutt **• Cairo ht Uw far dis tnct. 



Boxes - drawing boxes (VeryhelpM 
description Thanks. - Ed) 
1 Ellipses - drawing ellipses. (Get out of my 
sight, you lousy excuse tor a reviewer , - Edl 

Flips - for Tipping images either horizontally 
or vertically. 

Filing - saving or loading of screens, or 
boxss. There seems to be a bit of a lack of 
catalogue option, but hey, you can t have 
everything , can you? 

So how easy b it to use? WeH h to be honest, 
there's not much to choose between erthsr the 
OCP package and $mArt+ m all normal artwork 
stakes, as most of the standard arty features 
have been tncluded. On top of this, SmArU can 
handfe more that one screen at a time, attowtng 
you to cul and paste between pictures very 
ea^iy (now if only someone 
would do that with a CPC 
word processor). 
yf< SmArt+ may Set you down 
/ in the 'reams of extra but wholly 

useless features' stakes, 1 hough. You 
see> OCP offers facilities for protecting 

trrAs, stretching boxes, rotating palettes, 
switching modes, j^nd locking, and so much 
f more But what do they do anyway? SmAi+ 

bete these featu'es, but if you ever find a 
need for Them you're probably (ust an alien, 
and ! refuse to consider aliens when 
reviewing so It ware. 

So why 3mA/1+? Well P1'J%. owners will 
probably be annoyed that the ertra oapatositj^ of 
their machines arsn i calercd for by a grear 
majority of CPC software. Where, then, does 
SmArt+ come into acbon? Probably the btggest 
advantage is the huge amount of new colour, 
ym can access for your picture Smttlhly 
blertd^d colours actually make w for the rathe f 
chunky pwds of the CPC m a Tot of cases. 

Point two & overscan Fab stuff h overscan, 
as H fcts you dismay your picture until it actually 
drops ofl the screen, instead of having a square 
border on a minute rectangle that's laughrngty 
called a hi screen, But teB me, world, what use 




IHPPiafPE'iSE^a 

nu vr zn&L* r= — < * 1 1 > m 

I call this one 'Sunrise an Planet Rectaogl©'. 
The tool palette ts pretty comprehensive. 




As you c« in, 5mArt+ has a zoom m ad e * 
Vpry u^rfuF for oditln^j Individual pijtefc. 



Contact 



It you want to get your sweaty mitts on 

SmArt*, send £15 to; 

Radical Software 

57 Lebrun Square 

Kidbrook* 

London SE3 9NS 



i r j an iy/w* 



i 99'* of thfctPt; 
have tN? first clue 



TMi was my gwkl«, RodHqooi, fuelling Hie 
camels in for the ntpjM. (You're fired* - Ed J 



how to display wls^ the CO^y env^r onrnent of 
the art package? Well, with a bit ol luck, by the 
time thr* review N% the streets, ffadKiai Software 
wit hijve added cs f^b and useful Htle display 
routine, lettiflg uii all enjoy overman picture', in 
our own programs. 

Lets Oi! the tosh here - if yot/ve already got 
OCP Art Stwho. you probably won't be in Ihe 
market for another art package. If you've got a 
normal CPC, won't wrjf k anyway (this iSfil a 
fault - it's not supposed toK 

But if you really want to see what your 
Plus can do, run out and get SmArt^, a$ rf$ 
(jot mor»t of Ihe stuff youll need, alk&i with a 

- -##-<^ueuj 



/-.j-jrr.t AIMSTAAD ACTIOIU 



No messing about, now. 
These are the type ins* You 
write 'em, we admire *em, we 
print 'em, you type 'em in. 
If s simple. 



NldUts Stuff 

First up this morithjjsfletfLfcfi- 
te OOiTy tii 





r. ttiat we'll i 
ip McCann 



CAM 268- ■ DfiftH ■ 100 j 375- 1 *ysca I e 

CPBI ZTfl'NIXT-i 

BAGJ 

FAFK 2»<F0R'i-M0< count 

Mil 380 -MOVE ■ 1 , 21 5 - ( i -1 )«j sult-ysu 

IftCB 3 10 -PRINT -xK i J ; 

■EE I 320 • -HOVE ■ 185*8 Al ( frtqft i ) )«xsca li f 37S-< 

i-l)*ss«]f-aicjle/3»e 
FAKE 3tt -FRISMmK 
8 HQ •NEXT -J 
350-TACOfF g 

HiKEft: 



Ilia*?* \\m & 



3C-U-BKILI' 



370'EOC(UE'Z r »tPRISr"iJVf • * 




tft feLtfed lets* 




•Graph 
ihjj-BtCiim 

CM J 38 

FAHH 40-W»E-2:IHX.»,Mlil.l J afi 
EAHC SO'CLS 

FAH 60<l>HlM(i<2S.) I fr<tit(2Q 
im 70 -:ft.hi9h:i 

SALE 90 p; 
WHO 30 

raw jee -iF*i(i>^->im-j4iwt<ui 

«*Lf lJ»"1*W-*frH^fr«*<»J 

0ftHC IFUflLlfrnH<i»>hi9hIHEHht9h: 

Kfruld)) 
CAM J30--C0W-1W 
FflEE 149"C«mtzMii 
CMS JSS-HEXr-t 

PAOC 158 'find' vertic*i • and Tiorizontah 



JUL 3SB IF «PPEM<iert)jV 

flg 

flFK 2»-LK#TE-2e r 2S:Pl 
HW fili 

HAD1 4W- LOCA « - 1 . 25 : PKINI- i LK it. 
GANG 418>$AQE-fiU,MC890, 



Thfc* i* a pie chart Showing the app 
proportion of our time we spend on 




i I 1 





UK 430 it=; 
EALH 448. If 
PABE 



IE-2,8StPItmT-V 



^1 

It""" 1HEPT438 






.»ul*sJ5a/»*VROU 
■xseaterSflftOiigr. 

BAjtf, &CLS 

IMC aK-lMU£- 130,2?. 

DAHF^lfi-Jliin^W^m 
FWJ 229 FOBiUTO tovttt 
HATH 230--H0UE-ia9 J m-(i*l>««scile 
Of ? i 240' -5RAU 10e*?«L-.fmJ<r :'«x«aie.3?5-< 
l-D*J»ica]t 

HAHT 250 ■ ■DRAM • 109+WAl ( fr tqi < % ) 1 0,378-1* 





Ax my maths teacher always used to say, 
'Mine what? Nine cabbages?' I hated school. 



tAIN IB-'PU-thart 
PAPr Zfl-'Pliltp-NcCanii 
CAEJ 38 B0MER3 
FflflH «) IfObE isUlK 
AFF 5f! 6F/: 
CBHI tfl.JlH 

GQM*«»t(»>jabpD&<sa) 

CALE 76-totTO 
OAOJt 38 -FOR • »-i-l0-5« 

HAGF 106- IF kKi)-". THEN. 110 ELSE U0 
HftHB llfl- IHPWT *frtq':frei(i) 
GABF lM"tot=tot*fr«(i) 

cads ise---coi'j ise 

EAJ0 148 <coimt=iri-5B 

CA0H 1 SB 'NEXT -I 

BMJ 1U-CLS 

FANG l70-scaU:(3W/tot) 

CALM U8-tat*Kfl}=e 

FAEK 19B-F0R-i:l-r0'Counl 

]AXC 2a8-an9le(j)-fr«(i)#ieal* 

KAGB 218- ■ total ( i )=t*Ul(H>unglo( i> 

KAMA 228< •ftrflflM i )=< fr«( i W 108/tot ) > 

LAHC 238 ■ • labpuf i >: (anj Ml 3/2) ♦lata I C i - I > 

CAOH m-HV.:- 1 

DACP 258 ORIGIN 328,200 

J ALH 2 68 ■ REM ■ ou Ur - e i f e I « : NOV* ■ 8 , 188 

I ACS 27O-F0B-i:8'TO<369 

HAMA 280 -PFAH L88»SlN(il r H»8«COS(i) 

CADI 298 HFJtl'i 

CACI 309 -REM- sec lor -lines 



L*Ct 4: 




FAN A 31Q*1"0S ■ J -a- 10- 36C- 
CAIL 328-M0UE.8.8 
CAPC 33«*xF0R-ja8 TO (t«utt^I) 
mi 3AQ-- IF i:CIMT(teUI(j)>'IHEM'3S0'EL£ 

HALC 358 - DRAM EOflwSIJHi) , L88 
CACK 368- -HEM -j 
CACI jSe'KEXT'i 
CMC 38B'REM-laJ(?i'Sf£t«rs 
JtU 398- IPG jkpM 
EAOft 48eT0R'!-J>T0'3G8 
CAIL 418--W0E-8.8 
GUPC 428--P0B j:0-r0^e(Junt 1) 

430. ■ - IF i :CttHlahp« ( j>J ■ \HtH ■ W 
47B 

KAPt 448- IP i >-m • IHEM-4S0 -BlSf «8 
TBRM 450 • • -HOVE • 1 2S*SIN< i )-6«tLEN<xK.ji)*4 ) . J 
25»C0S f i ) :PRIST ■ STRI (CIMTtp? rc m ( j» ) ; u 
**f'< a lMl(j)ts«T8 '419 
CBFS 488 • « 'H0UE-12S*SIH(i : 4 125«C0S< i ) ; FSINS-x 

t( j) i STRI tClNT (pKC»»t( j> )>} 
CAIK 478- -WXTg 

Cflit 'AjaVwti.i 

CA£H 498-IAGOFF 

0AA0 500 -LOG ATE! ■ 2, 25 :PRINI - J*yt ■ screen- - i s /» 

";iIHPUl«rl 
JfiFL 518 ■ If ■ BPPERKscr I tzT THEN ■ S2fl ELSE ■ 55 

0 

MAAK S20 LOCATE -28, 2S:PSrHI *sa*t at -,,,<"; si 
HPUT'fill 

Mil 530 LOCATE 1.2S:PRIHT iPACEK 33) 
HAF1 540 SA(JEfilt+VSCB" J bJC080J4880 
KADS S53 LOCATE -2,25: PRINT -"m 



DAJC S£0-if:iNKEVt 

EADI S78-IF-il:"'T«ni-SSe 

DAFE 5B8 N0BE 2:END 

And the third, scatter graphs; 

FAN) 10>'ScaUtrplot 
FAPF 28 'Philip HeCann 
I ABB 3B-r»8E'2-INJ£-8,3:INK-I.2(:B0BBEB-3 
EA6G Se-BIM'xtJOOJ.jUOO) 
PBAL SO'n:0:jix:O:yy-8:x(j:O:^x:O:sij:C:xt,i9K:O: 
yhi9lt:fl:x!c*:0:yl«i;0 
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mh kef m - W 



pane 

FAME 

FACJ 

CMC 
EANF 
FftCL 
EMC 
EMC 
F«J 
FANJ 
FALJ 
J MP 

JAfP 
JALE 
JAAF 
CM 



70 > INPUT ■"(WAntiis -and -units >on< w-Mis ■" 
88« WPUT ■ "quint ity-and wi Is -ont-x-axis <• 
S6'PfilHT"»nt«'(oordi-(s?par*l*-uik5i ■* 

CMH) a 

100 n:t)U 



116 

120 

lie 

140 

tse 

i 60 
170 
ISO 
1» 

m 

210 
828 




I0-10U 

l-finda.bant 

(iHDc0Wi*!>>W ; 
*:<iy-k#JX]/il 
rutin :fr*K^sx*4g 



R£M f1nd ■*■ suitable s«rli 
MM I «rfH8/(xili9li-Klfl*> 

ASSfclHT(iflQW*W«*lt>> 



FAN) 

1AHH 

iau 
Hir 
nut 
im 
mi 
im 

I ANN 
IAKF 
IABL 
IftLF 
IAJJ 
IALJ 

each 

IftKB 
CAGC 
HAHP 
CflJC 
HALK 
FAN* 
CAEK 
DAKC 
NAJB 

CAFH 
IAJE 
IM 
IAPE 
HADE 

C-AJJ 
FA AC 

HAIP 
IAQ" 

BBEO 



3 SO 
ISO 
370 
380 
390 
40fl 
410 

m 

440 
450 
4*i.i 
470 
480 
490 

510 

sae 

530 
MO 
S50 
S50 
576 
580 
S38 
COO 
tali 

tie 

C20 

830 



INPUI-x(r>l,u<i) 

IJ')l<iK-989THDI-240 

sicsx+xtn) 

nraoctx{ii)«xln) 

xj-xs«x(iO*i)fii) 
IF<x<n>)xhigb'T«EH'x)ii9b=x<n) 
IF-9fn»yhi9li-THEIt-y>ii9Ji-!i<n) 
ir<N<n)<Klow -fNEH-MloHiHCn) 
IF . M <ii><MlDw7H£H-ylDw-y 

qoTo • tea 



CSTK 710 1RAW ClHT(xh) 9h«xsci I f ) , CINKbixhisK 

«ltC*l(Uit]|$c*]f) 
JAEI 708 'Mill' a,03:FinT* a p*«U*l-=< B ; 
FACA 738 PIIMI R0WJ(b,4) 
KflHA 740 ■ LOCATE- 1,24: PRINT ■ " inttrctpl =< *; 
FADA 750'PHINMM)UH]>(*,4) 
PAKH 180-LOCATE'l,22:PRlHT'"tOfrelatioa-C8fff 

i«itnt<= "l 
FtttB 770>PRINrROUHD<r,4) 
OAXO 780 • LOCATE Z, 11 rPFrINT ■ icr «n ■ - - g/n 

■jiMFttT-icri 
JAER 7SO' IF< UPPIM < «r H~"¥" • THEM OOfl'ELSE- 13 



■P 




BACH 898 • LOCATE > 2 1 j 25 : PR INT • a ta vr • as • . . . 
KPUTfiU 

HAE I 8 lfl ■ LOCATE ■ 1 , 25 : PS INT ■ SP ACE * < 70 > 
HACL (20- SAVE' f i U+" . SCR",b ,tCOOM40O0 
KAEJ Bltft LOCftTP:- £.£S:PRrNT>iiTiH.|K*y ■ ■ 



■■iil 



MRC 640' 
EAFI BSC 



DACE 0KMQK'2iEN» 




■THEN 840 



All three are operated in .1 Diersy 
5traigr|tforward mnm, by entering data at tha 
■Hfpnnifig of the prolan i. |usi hitting RETURN to|j 
raw the graph, and li*iriK the opUon to save 



Look, tiiis fc a k jitter graph, tan't you 
And if* go* lo.td-, of um-ful info On it too. 

CROUt, < ASHFORD, JHWUSEX, ■ WIS -ZJI- id 
91 1 : nyperfti i*i on- bt f we ■* t str ibvt iitj' 

flflft 80 ■ 'A# ittclude' tho-N4ffi.^ p«r'4»< Ub 

AAAL 30 •' 

HAXP lH>'lhis versiwadipt 

TIOfTlJ 
HkW 110 ■ ' DO ■»! ALTER THIS 
P,!.'H*ve'y$<j 'fowwJ 



AALN 130 



f(S -fCT'AXSTAAt'AC 

PROWAM./Kl 



Ihesc*" 

Blob Dod 




as 

N00£"5 ( Cmr^hish^aea 

JRAM-S,CIN7ts]ii3M^cAls) 
HOUE -5,CI«T<vliii*sSC 4 J#) 

H0VE-CI^I(ithi9h«x&ul«ii! 
M«tt-ClNr<xlii}A»xsc*le) t S 

DVa«-f.[HI(xLiiu"":(iwU-),5 
H0U£ - C 1711 (xh i «JiMx 
MtM-ClN7(xlou«xs«lf) t 8 
H0VE0,ClNT(4bigh«yscaljr.) 
»AH>e f CINT(iftw»|s»lt} 

m 

HOOExl«i«xsca]e-4,-lO 
PRINT 5TRtf)fI«»>i 
N0UE-Xhiili«xicalt-12,-1B 
PRlHt-STRKxlnghi; 
N0VE ■ -25, yh t5h«iic» I(t0 
PRlHTSTRKybigh)' 
WJE'-2i,ylt.u»iysc*le*8 
PRINT STRt<«lW>J 
TACOFF 

FOR- iri-TOn 

PLOT CIHUx ( i ).) !! ,caio ) ClNr(y: i )»» 

ii 

NEXT'i 

LOCATE' 55, 13: PRIHT ■ "x-ax s * : * 
LOCATE- SS,l4:PRINT-xinf I 
E40 ■ LOCATE- 55, 16:PRWT ■ " S -*x i %\ m 
8S0.LOCATE-5B,17:PRINT-S)iMI 
StO REfl best fit-Jint 
S79 ■ LOCATE- 2 ,25 :PRIN1 ■ "best - f it > Hn« ■ B/)i 

880 IF -UPPER) <lint){>-¥"-THEH-?5e 

898 'LOCATE- 2, SPRINT'*-- • 

-«'l 

7O0HO«E.ciHT(xlsw»xsiaIe),CINT(b*Kl«i»» 
&calr+a*!fsuU) 




Oti ntjf It , attack oftti 
.ijt^fiin! I nil instruction^ 
included in the progr* 
suffer the typing ' 'h. 



nd it wins the £30 prize 

10 J R]oh-MsW.(fil28 
Am 20 Bv-An^rfH l|Ulirre 
im 3D- Ajed'13 
J AW 4»-*lTUi- Janu^rs- 1993 
CftiH SO J (C 11992 Ratsoft-lU 

iJD 70 ■ ' If " >nou<«*hHd - htlud* - this -p? ttsran 
in -anjcPD ■ 1 ibrar its , ■ thtn ■ ysu Jiust *wri 
>-«f -at: 'ANDREW 'RAKLIFFE. -37, -PARKI.AP 



WM 140 ' IF ' flfflSN* 4 1843 ■ 7HI N ■ CLS iPGR W « 26:50 
UNI - 1 ,99,100 : 501*0 -4 , 1 SO, lW : EOUtt ■ 2 ,45 , 

f!00jfO0-tal-T(l-*»ilfF^:lORM5'l:WOE-J: 
IKK -e , 1 : INK ■ 1 , 24 :0ORKJt . 1 ;Pffl • 1 :PRI«T' 
m- mASt 'ERWR • 'ELSE- 210 






!S*;HHtENj" 




i nil iPt 
^ JfAKE 230 




AFL 1W-FRINT 
AFC 188 -PRINT" - 
ELOA»<«w fe " 
HA 198' POKE .i|«I,4C3 

NJ 20fl'«T0 200 

iadn m- mm, -after -u 

HAH 2EO-SVh8(iL'203.,28 r 34,85 l ?J J a5,M,E0,O 
239 ■ &VNBOl-L43jl70 ,127 , 254, 127 , 284 , 127, 2 
,8!? 
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Jour ni»Mon iv to CoJlflCt At l«A*t S8 O 
the MAShing greeiv sfc>*e* ittri 4 Vou ha 
|ue 3 lives but you can love the* by bean 

f crushed by the crusher or by crashing 
ntn pnt qf th* red Sp^C¥ ft j OAS * 
he truiher a blue blab thAL n.v»pr*.r s at 
rand OA en the screen crush iM4 Anything t 
hat yets in its wnif, . , including yotiM' 
Ui* fcpulr Z & MO 1 1 w/*pe»£ MP Hour frf* 
Ft and ieft/naht cursor keys, Fsreit Spa 
cr or Cursor Back to fire your- chosen we 
a»ow i*e* gvpr pAoe> 
Titer* are S3 leuel* U ctwp I • t p f 



The Crusher $ Path Maker 

Vour Ship 

Blob SVAtntf Mifrsilt 
Space Blob 
Space Star 
Explosion 1 



We like programs with instructions. H 
doesn't take much effort and it's so helpful. 

HflCB £46 'SYMBOL ■ 145 , S, 28, 28, 2B ,42 .0 ,8,8 
HftKL 258- SYMBOL • 229 , 24 , 68, 128, 2SS,24, 60. 66 
IftFL 268'Sna»L-233,28,62,126 ( Z55,2S5,127,8Z, 

u 

mi 278- SYMBOL ■ 236 , 69, 21 , 188, ISO, 183, 84 , £18, 
37 

LDLF 28O D1«'1.8,-l J 4:SFED'IKK-30 1 38:TK0FF: 
NODE- 1 -BORDERO rUUl 1, 2: IHX -2,6:INK- 3, 28 
: INK-4, 18 ; INK - S , 24 ; INK • 8, lit INK<?,t&OKI 
Gjttj^lNX l8,l8.0:IH)t 11,8,20 

M it K-.fflK ■t3,9;IM|t-14 J W*t»'lS,a f S 
«rt)8:!iB:4S:ijl:hiC.l:]fe:jrli^: 

S.cJie*tl='OFP 



Bonuses' 

I AM S50PEH-2'PR1NM*B<11>* • 

BftBP SG6-PIM-3 

ENA STe-FRMrCollfctiTis j flishing.HHK SHI 
P mi II -giveyou-an-rxtra- Itfe. -Co 1 1 ectin 
9 a-fUshtnj'ILiJE-CIBCLID -CROSS ui 1 1 -cle 
i path directiy - in-front of -you. 

CAKE 580-FRINI 

EMI 530 ■ PRIM'Co] Itct m 3 •• - flashing- PALE -BLU 

E • exflo s ion • « i 1 1 ■ s i m - yog * i <b*m s • BUS U 
BOMB/BLOB- SEEKING -MISSILE -depend ing-on * 
hich-ueapon sou haue-selected • Uee-beloy 

i, 

Ctit 668 -PRINT 

FTBB 610 -FRIhTBlastaheabs ■ destroy -nbals ■ in >f 
ront-of • then. -Use- these atvers-CJoser <i 
nae. -Blob' Seeking 'Missiles- can-be -guided 
•to 'destroy a space blot' that' is- ill' Iron 
t i of • it » us i R9< LOT/RIGHT' cursor -keys . Ca 
n ■ be - used ■ c I o s » > or • f ar ■ awas -£r opilhtUaf--— 




jL*\/\j 




K 296-levincf:*NO":?£H.l -LOCATE -IS, 

B 3CC fOX oo=l - 10 LBI( jkt > 

• 10 -tf'UM' 1, 0,20.15,1,, 31 iPftNT'M 

^ojniFon-tnO'R.joaiNaf.t 

p m-mi tt 

m m t:lB-T0 Jft:NEXT:PIH-2tWa 

34fl4tt<«^rt>LEnfai> 
358 • SQ8«M,8>5, 15,1, , 28tPRINf pUDK jkl, 
c« S)i jJ«-t=tt-I0'S8:Hi)n 
360-HEXToo 
r*AP 370 -PEN' 
GTLH 380-PRINnfoar-iiissien- is-tg collect •» 
least-SO'Of -the ■ flash 'i? 9rfK wee- &ta 
rs . ■ ¥od-3iav*-3. [iee'5'but-sDu-can-lose-tfc 
-by ' being- crushed 1 by the -crush? r - or by 
traits into ■ on* >of » tie «rtl -space <b i ift 









-PRINT The -crusher a bl ue -blob - that 
fears - at -rando*' on 'tbe-ooreen' crushing 
-jthins-thit-oets-fti'itj-ua'sj,., -iocSud 

ID HP 4ft -PRIM J" Bse -Jteyi-J* -)( ■ to • sWspe ed - u 

P'^oar j craf tj and ■ lef bright Tatfior^Fess , 
Press Space or Cursor -Back to- fire- your 
• chosen - weapon ■ ( s ee ■ o ver • pa ge ) " 
N AAl 419 ■ PRINT " Ther e -are ■ 9 9 ■ 1 eue I s • t e ■ conp ] et 

•!* 

NACI 420 -PRINT 'PEN 1 : PRIM - TAE(l8)"Identif ica 
tins' 

TAPE 438 PEN-2'PRIHT iABdOT — « 

BAOC 440 PEN 3 

AS KO 450 ■ n INT ■ C HP t ( 143 > | * ■ ■ The ■ Cr ush e r 

— ■•;CHItf (203), ■ "Path Maker" 
1AIH 460-PR1NI 'CHRi<229> ; " • ■ Vour ■ Ship" 
HA0C 478-FRIHT -CHBf (145 ) : " • -Blob- Seek ing Hiss 

Ue" 

imS 488-PRIH1 ■CHRK23J);' ■ - Space -Blab- 

CA0L 490-FBIMT''*"Space'SUr' 

IACP Sft-PRIKI -CHBf (2381 j * ■ -Explos 

JAM S18-PEH ■ 1;PRINT ■ TAB (151* Press - SPflCE* 

GARB 526- If ■ IKKE1r<4?)=8- THDf -S48 

CAIK S38-«T0-5£D 

OflHE S48-CLS iPEK ■ 1 ;PRIMI -TRBdD'Coll ecUble- 




iBCL 620-PFIl»7:PDf-i PRIHTPleAse-Silecl'Heai 

on:-? :PD«-£iPi&T;PBlM" 'I. Blast 

I abe^s" 4 

6;9-PEh-£:PRIMr • 2.-B)ob.See>»»»- 

Missiles' 

840 -IT ■ miV, 64) =0-tKEH 'Uep^l :C0TO -> 
JAM BSD ■ IF ■ DflSIK 65 ) =0 -TKEH i»ep:J :G0T5 

JCAPK 669'«J»-640 
LhHH 670 PRM iP£H • 3 : PRItTf ■ TAB ( 14 ) " SPACE . Tajff 

m.._"miimrti_ i; BBSBB 8 '^' ■ 

LAGD 881 ■ If - IKfilf (47>^fl ■ TKEN-HOAE-Bi GOTO' 896 ■ 

ELSE ■ 8ft ■ — - 

Hill 698 ■ IP - 1=108 ■ THffl • 1048 • ILSt ■ LOCATE ■ 1 , 1 : P 
EN • Si PBllI'L" rPEH 4 :PBI(fl ■ t :L0CATE- 6 , 1 1 
PEN 7 iPBIHT - CURB <229> ; : PEN ■ 3 : PF.IRI - 1 i ;U 
CAIE'll,I:PEH.]4:PBINI-CHl»(23i);:PEN-6: 
PRINT ■ i:10CAIM6, 1 : PEM- 4 -.mHl'* m ; :P 
S.F3ttT-sp:r6R-e:J'TC.708 
IAEK TOC'-xsCls: 'RKI»84C* y^lNT = M»4M: 
BABJ TlB-PWT.xjjK 
BAIP ?28'KEXT ~^^L 
DfiKP 7M.rtSt-t;I'W-S 
BBFB 743 x;CIHT(RM5*a9) :y:ClMT<RHB«28): IE ■ y< 2 

■ THEN - 740 ELSE 'IF x-9 < THEN - 740 
im 758- LOCATE -x^iKH '2 :PR1NT-CHRJ<233) 
BAHP 768 NE3(T 

JAEP 778- c=CDUttNli41 i 1* ■ f ;I - THEN ■ 788 -ELSE -7 

■2M> 7*8^INt(]^J^):.=c7MI(RtlB*350hIF-ii 
(108 'THEN -788 • ELSE- TAC :H0«E ■ % ,« , 8:PRIHI • 
CHRM225); 

BCMI 7*8 ■ r :CU1HMtt« > I If -r :2 • I HIN • it =CIH KkM 

«(88) ; y=CIHT(RNB«350h IF ^338'0R- 9< 100' 

THEN • 8ft ■ ELSE ■ TAG : M BE ■ x , s , 1 1 : PRIN T ■ CHRt 

(238) j- ELSE -888 
BCAE ffl8 r:CINI(RNb»2):lf -r:l-THEN-K^INT(RND 

«888):y=CIMT(RNB*3S0>:IF>u>33O'0R- J (lTO' 

THEN 318 -ELSE ■ TAC:M0UE -x ,y,lS:FIMT -CHftl 

(293); -USE -818 
CBLP 818- J!rfIHT(»lB*68fl > :y :C1NT(RNB#3S8 ) : IF y 

)3» 0I -3< 188 • THEN • 1 19 ELSE 'TAC :M0UE » 

,lB:PFINr*Vi 
EB6J 828- f S :0 : i r L :E«ESt ■ SB -G0SU8 ■ 1810: f :CINT( 

BNB«6ft ) ! If ' f <18 < THEN * 120 ■ ELSE -xx-f iyy- 1 

4 

EDPP 838-17 ■reST(xx,yy>:2-0R'TISI(KX,3y>:l'TH 
EN MOtlE xx, yy , SiPRIHT -CHRt (238) ; : SOUND 1 
,0,S8,lS,l,,2S:rCR-t:MOieO8:NIXT:MOVE 
-xx, ya,0 :PRINT-CHB t (238) ; : I i;li-l S33=ss+ 
17 ; TfiCOf E :L0CATE ■ 7 , 1 :PEN 9: PRINT • t i :TAC 




If.^>8l8-Ty£H 
THIN -If -h>9,S-TflfN' 



f 



ClJe 448-IF ■ TEST £kw . g»> =15 - THEN ■ If • ts=0- THEN ■ 

SOUNfr-l,3S0:COSOB'W»:ts=hi=i 
JBCP 858' IF ■ TISTtwc, yy )=S i THEM IF • p:0- THEN SO 

UNO-l r 20e:liilin:p:l:TACOFf:LOCATE'7,it 

PEN-9:FRIMT']i:TAG 
KBI£ 888U - TESKxx, yy ) -10 • THEN If o:0 THIN S 

OUNO - 1 , SO : qsaffj : TACOFf : LOCATE' 17,1 ; PEN 

-S:PRINT-sp:TAC:o:l 
JBKB STO IT-IESKw^ytUl THEN'II'Vrfl'THEN'S 

0 1MB ■ 1 , 158 : j=je 1 : u: 1 : TAGOfF : LOCATE 1 2 , 1 : 

F£N-E:PR1NT' jiTAC 
IBOft 880-lF-tKI IHEN- TACOFF :PEH- 7 :L0CATE- 7,1 

2: SOyW) - 1,288 : AI :PflIHT*6AME -0UER" : FOR- 1: 

10'T0-3O88:NEXT:RUN 
IAJJ 898 MOUE'Wt,3 Sp t:PBlHT.CHRf(229); 
EAFJ 900 'TAC 

EAOP SlI'SOgW'f^.l.Mtlf.U 
DAPC 920-ys=yy+Ji 

HANO 938. If- INHF¥(27 >^9 - THEN- GO SUB - J 198 
JCGB 940 - If ■ IMNEVC 2 ) =0 • OR ■ IHHZY<4? i -Q ■ 
-^TJH IKEN IF wfji-I THEN COSUB • 1880 : TAGOF 
F: LOCATE 12 , 1 : f» E ; PRINT j : TAC -&SE GOS 
0B -18ft : TACOFF J«CftTE ■ 12, 1 :PE» 8 tPSIHT j, 
:TAC 6 I 
J8 If -!HUV(8P4'IlCH-ir>iai<J0 THE»')«= 



ILSE'Wr=i«-3 ; 
N 96t'If-INKEm):fl-lll 
=810>ELSl'XX=xx^3. 
•■•"B S78*If -flflHimjit'Tlf.: 

e,&|l8t h=h-0,I 
Uli 980^EF INXEV(I3)^-1 

- 4 EfST SpS • J ,8,9, 10, 1 , , ||j h:h*U . 1 
LBfH 998- If ys)3e8 ■ I KIN- SOUND -1,300 : s:s*2 : 1 : 1 
:p=8: o* v-0ity=8ih-8, 1 ;CLS : TAGOfJ; i=8 
j^jUin^fg:t:COT0-698 'M J 
CAfH 1880 'GOTO- 8-3E' ffl^-. 
IBM 1016- IP - i U • THEN -NO UP • wx, yy y ,0 ; PRINT CH 
Rt ( IW, ■ *™ -CIN T ( m*m ) : y yi=CM< RNB* 
350) -I££f - 18ft 
JACK 1028 mHl xx* , hi , 1 : PRlHf CHR*(1«) ; 
CACX 19% -CRArHCS'PEM-O: RETURN 
B£JR 1840 j^;JF-SP>4B -WEN l*»'ELSI.P|N>7rP 
BfflT*KelIior>e ! - tou - have co#plr ted -a II ■ of 
the-letreli, bot -yoB -only collected'; :PE 
M- 1 iPSBIT' spj iKK-TiPRINT'space ■ stirs . <B 
etter • Jack next tine?- :F0R- t=18 • TO 8909 : 

HOT: RUN , -*»Mn*tB 
LEBC lese-PEN 1 :PtWT"H?l mm • V«»Kave tsl I 

eet ■ a II ■ a! ■ the - space - star S TnJ ■ ha ee ■ sa 
«Ttte <p Jan e t ■ o f ■ 0UA02ERK f r oe ■ the ■ ter r 
ihle 'destruction* that -would -have 'destroy 
ed- it, -Hou -have yon -the -jane! ■ ! ■*:fOR-t= 
18 - TO ■ 6090 : NEXT ; COStIB • IS 18 : RUN 

PBOJ 18S0 -NOUE -xx , yy* 17, S : SOUND 1 ,8, S8, 15 , 1 , , 
31: PRINT -CHRt (239 ) ; :F0R - 1=18 TO 508:NHT 
: HOOE -xx , uy+ 17,0 : PRINT -CHRK 143) s : j: j-1 : 
RETURN 

DAI A 1878-COTO-1960 

HACC 1888< TAC; 99:yy*17:hh^xx*l 

EACE 1898 FOR inl TO-288 

HAHP U88 TF INKErd^O THEN'IF Hi(830*THEH-h 
h=hh*2,S'ELSE'iia 

HAM 1118 ■ IF ■ INXEV ( S ) ;B ■ THEN - IF ■ hh>4 • THEN hh= 
hh-2 5 ELSE-nSB 

IACX 1128 HOOE hl.gj, 12 1 PRINT CHfll (14S) j 

DAPH U38.gy^s+3.5 

NCDB il4e-IF'TEST(hh,gg);l-0R'TEST(hh t 99):2'T 
HEN ■ 39=99+10 :NOUE • hb , 5 : SOUND - 4 ,0 , 78 , 1 
5,l, 1 3i:PRINTCHR»(238);:FOR't:lB'T0 S88 
:NEn't;«0yE-hh,99,G:PRIKT'CHHf(238>;:OP 
=14:GOTO-1160 

IAJF HS8 IF-99>375-T8IN.op=0:&OIO-118a 
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TYPE INS 





FtfC 1168 -SOUND 4,8, 3, 18,1,. 21 
IMP UTO MEXT n ^rO 

HftEE 11 30 ■ j: j - i :N0W - Mi, J9-ep,0: PRINT -CHRK14 
5);:BII01H 

HAD* 11 »Q - T AG4FF : i =8 : CLE AR - IHPUT 

ACNC 129B ■ IF mi\ (14 >=0 ■ IHEN ■ IF ■ cht*U:*0N" * 
THEJMF'H<SS'THEN>lUli*l;»UND-l, 289-1 
i,3:»OT-4,lW-hj3LW;*IE'7J:PEN 9: PR 

Bffli 

ACCK : £ ! fi - 1 ■ M I {• 20 ) :8 ■ I KEN - If cheat J:"0r - 
THEM • IF < spU • THEN - sp:«P*l : SOUND 1 , 288 sp 
,3; SGWD -4, 108 -sp , 3 :L0C«E • 17, 1 :P£N- S :PR 
IHI-sp 

HUGH 1228 ■ IF . IHJ!EV(S)r8'THEH'IF i cfcMt*=*«r ■ T 
HEN ■ IF j< SS ■ T HEN • jc o ♦ 1 : SOUND ■ 1 , 203 - j , 3 : S 
0WD'4.H»-j,3:i0C8IE'18,lifiW-l:rtlWT'j 
PCFK 1230 • IF ■ MKEt ( 13 ) =0 'THEN -IF* die itfe'W • 
IKEK- IF 1 < 99 lHE«jaa=2liu=***t 

^1 , 3 j SOUND ' 4 , IM-p 3 j LOC ATE £ , 1 : FE 
4 :PttM:1?v met:' YES" 
CLIP 1249-IF'IN<E'T(SSji8-*lO-I««EV<fiS)iB-flWS'. . 
NKEflSO 1 :0 ■ AMD • ME¥«i)=8' TMEH ■ IF- eh*a 
1 1 r OFF " • THEN -CLE AR ■ INPUT ! JfOR ■ eh* : 286 ■ TO 
■50 'STEP— 1: SOUND - 1 , the »2, 3: EOUHP ■ 4, che , 
im I : B 0» E R ■ 28 : F<ffl • t : 1 ■ 10*1000 : HOI : 10 
RMS f>: (heat I -"OH* 

l«8 ■ IF ■ 1«&V< 18^=8- THEN - i xfjlF* 1 eviiwl? 
■TO" ■ THIN- le«inct="«0" ; Is 1-1 : ? AC :RE™ 
•ElSE'TWj'ilETUSN 
1*0 1268- IF INKE*(«>-9 THfJ IftC:C0Tfl!Kl248 
MCft 1278-C0T0-1280 
FAftF 12B8-i=QiFM-*=M0- 
im J 200-!.. iCINKRNPtf&G/ 
MM UflO'itflNTMIUWS) 
F I3ie-p:ClNTW«3> 
PI 1329 ti-ClNl#M)i 
20 

IRHH i3$'k:CIHT<llHD«31}:IF-k^TH£H'mO 
M 1348 tT'p:8HEN z=$ 

HEN i3GB-IFip-2<THENiz=E 
NftJfl 1378-SOlflD -u ,0,19,15,1, ,1c :HOUI-x,y,iiFRI 

HT-CHRt(238); 
CflLC 1388 -HEX! 
MX 1338 -i 08: -l=J 
C&EC 1408 -NEXT 
BALN 1118 -RON 

LflEC 1428 ■ i :8 : tezm l*=||ytl4 : GRAPHICS -PEN-fl , 1 






BAEM 1438 TAG 

HARF 1440 NCUE-lx, 1*1,14 :PMNT V; 
CIBE 14S0 • ls:l3*l)8; IF ■ b>383- THEN l»=ag*L4:F0 

R ■ U18- TO S8JKKI ti»IO- 1478 
GACJ t4tt'S8M 1,1 S ,4:GOTO 1440 
BBOD KTO aflPHlCS-PEN-i^iddzCINTflW^SliIF 

U4 TKENcot;SFlSEco]=2 
BCIA 1460 N0UI i).Js,cohPRlKT C«Rt(238>;:SOU 
N51,«,l8,lS,l t ,31:|W0t.U,la t e:F0Rail8 
■T0-40;MEXT:PRINT-CHR1(238);:FOR'U10TO 
■38:H£XIt 

BBNN 14S8 ■ iy-lyMO : IF - 1»>38S IHEN> TRGOFT :PRIN 

I ■ CHRf (. 22 ; ;CHfi I ' f > i TAG RETURN 
OALA 1S80 -GOTO' 1470 

MK lS18-TACOFF:pliii:0:«OBE'O;PEN'l:LOCflTE-l 
,t:P£H ■ 14^PRWm«ET ■P^EBj^PI'tl 
RIHT 'E08MDtp|att>; :PEtf '3 ;PRlKI-r 
IA0K lSaO'.IfiC:»U378:sl=Haw2=2«i52=iK 
tANB lS3fl.»UE.^,yl,i QEL 
CCHE lS48'PRlNI.CHflHf41);:GtfiFHlCS'PEN.2:PRI 
Nr-CRRI(1»8>; GRAPHICS ■PIN' 1 : PEIHI CHRK 
142>; iNOVE'Xl, 280,0: PR INT' »" : jGRAPHICS'P 
SH-C:PSINT OfflMtSS); 
FACA ISSe-FOR-plsl TC'Sp 
EftBC 1569 *2;3O0:si2:!3J 
CAFJ lS79'«0D£.«2,y2,4:PRIIir#'f 
km 1508 ■ tf-tf-i: SOUND • 1 , s2/i , 2 , 7 : 50UM ■ 4, 
t lJ 

mi \ SSP • IF y2U51- THEN • NODE -*2 , *2,8:PRlNr"* 
■ : : SOUND ■ 1 ,3flB,5,lS : 500HD -2,200, 5, 16; 600 
|»-4,ni,S,lSsIllt2jJ,»'jF«'^l>18-I0e;KI 
X I : INK ■ 1 , S : 1 AGOf S : p I a n : 100/ if *f 1 ' LOCA IE * 
U,1:PEN' '?rPRINT-WUNDlpUT»)j :PEN-0fPR1 
»P*"il«.TW)(T:COTe 1618 
J6B8GOT0 1S79 

\ SHIFT 

|FEM>S;PBIhT H THE 'PLANET 'I 



DAMA 

J 1S19 TACOFF 
1S2810CATI 

3-SESIOBEP.-C0KI . 
4088 i NEXT rKUH 





It loolu cOfif using in black and wfeifa, hut 
if s a great program if you take tfte trouble. 



Send 'em in 



tf you've got a typenn you'd like to share with 
the CPC world then send it in to us {on disc 
or tape t please - sorry): 
Amstrad Action 
Type iris 

30 Monmouth Street 
Bath 

BAI 2BW 

For various r easofis we've decided that well 
not pay for all type ins - instead we shall give 
prizes to those that we feet are of special 
merit But don't let that put you off, ifs just 
For fun after all. 



Jtmt'1991 

CAN J 2 
AAKH 3 



(CMS 
f 



t 







Protector 

ean McManus haf^s^^t^ther nifty little 
utine lo protect any program against the . 
ultiface. He's fariy consent te$ are wei that it 
s slightly spc)?n 1 1 y i tc bwich 

MuftrimttTSsftsAs in the background and 
continually checks. Enjoy and protect, etc. 

FASH i>' HuUiface-Protectioii^rDgran'-J£..'. 



BBE0 4- ' f i f i m crMi t irhfre mti m^pw^5 

*fm s.' ■ 

'ISEB 19'HEHOJtl" 39B9 ; a »-^2IS»3«Bttl 184iCCK 

3W w tm-|=l^'Sl:*=im^"^ 

J £)>tP0KE jilW»9, a tchk-cM +i :N£X7 : If ■ ch 

PECK 20 CfllL -MMlMil 2: IHX l t 2G':PEH-l :PftPE 
R 8:INK 0J:B0mR SiPRIHl-flultifice Pro 



TVpeChecker 



To round tilings off, we thought we'd better give 
you aother copy of TypeCheeker (the Type-In 
checker used in the past to check for try ping 
errors, speeding mistakes, etc.). Without further 
ado: 

POT, 10 • ' < I w eChecktr ■ 1) 1 . 6 ■ - > E y ■ S inQn ■ F or r t s t 

rr--Dtcl932 
N AO J 28 ■ ' ■ F or ■ Adstr *d • Act i on ■ - ■ PuH i e ■ Bam i m 
DANK J0'NENOR¥'i3FFF 
CAJK 40-ciun:0 

CAME SO ■ FOR -addr =AA008 ■ 10 - AMSE 

&AFJ o0 REA» byte* 

GAJB W-bsU^ftlCCtbst*!) 

FACT S8< POKE <*ddr, byte 

GAFB 3H-esur:csun*J>ytp 

I ALU 108-NEXt.jnldr 

0 ACI 1 16 - IF • cs im < >S3ftDD 'THEN 'PRINT-" Checksun ■ 



Error* lOT 

LftHE 1 1 S ■ POKE - £ AGO 1 , PEE K ■ < IBttl 1 : POKE ■ « A30 2 , F 
EH- (4*850 

KAHI 1 20 ■ POKE ■ 4B9S A , ICS : POKE ■ Si i SB , 23 : POKE - 4B 
BSC ,489 

NACH 138 PitINT - a TypeChf eker -UL8- InsUl lei" :E 

n 

ft ABC 140 DATft-CFJCOSJLOA.CA^^JS.CS^ 

S,ESJE,0D,C4,22 
LACJ ISO DATA AO^FJCOOJA^A.AO^O^i^A^ 

0,E1,D1,C1,F1,C3 
LATJ 1 SO ■ DATA 00, AO, 3E . M.CP,0fl,AO r 3E,18.CD,0 

0,A0,2A,5A,A8,7C 
J.ADI i?8-DAIA-Ct J 4S r A0,7P,C8,4S.flfl,31, 18,01,0 

8,86,21 ,00 ,88, 22 
LACN IWmU MMMtl&M.nrUM.WAlX 

E,89,A0,Fi J E6,FG 
RAJC U9 DATA'lF,lF,lF,lf,C$, 41, CD, 99, 88,03,0 



0,00,EKP 

The checksum codes are displayed on the 
left hand side of the listing, though wilt appear in 
highlighted (inverted I form on the right had side 
when you list the program yourself. The 
program will not provide a correct code whilst 
you are typing the program, onty when it is 
LISTed afterwards. Another important warning 
that must be repeated is that YOU MUST NOT 
ENTER THE CHECKSUM CODES THEMSELVES, 
even though they appear on the listings. 

Turning TypeChecker off {it is automatically 
initialized when you RUN the above program) 
and back on again is quite simple: 
PflXE IBBSB,9 To turn it off 
POKE IBB SB, 3 To turn it back on again 

And that's all there is to Hj 



August 1993AMSTHAD ACTION 



TROJAN PHA2ER GUN FOR 
OX4000/464+/61 28+ 

(RRP £34.99) OUR PRICE £29-99 




chili ii n iHMl 
mi KCWKy im 
m mm- Wwl 

gnu hHdftAAIEQft! ! ! 



Phaier Gun plugs straight into analogue port (next to jay- 
stick port! Comes complete with SKEET SHOOT CARTRIDGE. 

SHEET SHOOT CtMflJsta Of E If VfrlS, 

each bio kin up into two normal 
faun its and on a bonus round, 
Sea i am as review In A instead 
Action - Feb '93 




ENFORCER CARTRIDGE. Tour job Is to 
gun down tits bad guys as thaf pop 
up, but nut civilians, 
PRICE £14.99 




AMSTRAD GAME CARTRIDGES 
FOR 6XX8+/464+/GX4000 



TITLE BOXED WITH 

INSTRUCTIONS 

KJmAX . - i + **-■•*■* t fc-fc + n ■ vXS24«-09l fc-H 1 lit 

Pro Tennis Tour ... — — ...„. — 
Batman £24.99 



UNBOXED NO 
INSTRUCTIONS 

.£14.99 

£14.09 

• ■Tmirum - -A* 1 "4 

Operation ThunderboM JC24. 99 4.99 

Barbarian II .£24 99. ...» £14.99 

Navy Scate ; £24.99 XI4.99 

RoWop II .£24,99 - ........£14.99 

Pang £24.99 £14.90 

Surttcli Blade .£24,99 .....£14.99 

No EaH ., ,,.,£24 99 £14,99 

■ Special dffrro: 10 Unbared |uqn [A* Above) £100.00 * 

Aim trad 

Amsn-ad 
Ainatmd 

Amstrad 
Aj ntt trad 
Amntrad 
AiclnI md 

AltlHtFrld 



Bumin Rubbcr/I^*o basic Cartridge * .,.£19.99 

Instruction M^uab £14.99 

6J2&+/44>4+ Keyboard Mrmbranra £12.99 

MM 1 2 Mono Stereo Monitors ^.^.^.m..,, £75,00 

CM 14 Colour Stereo Monitors. „ H , PT £125,00 

464+ Computer Console , X65,00 

3 2tt* Computer Console., l+ +,.*+,.,+<..*, .£85. DO 

Paddle Control Icra {612B+/464+/GX40O0J £8 <J9 

OX4O00 Power Supply Unit- ► ...£17.99 

GX4000 CoiiRole tt< „ £25,00 



AMSTRAD 464 AND 6128 - GENERAL 

Amstrad 6 1 26 Ughtpcn & Software .£29.99 

Armstmd MP3 ModubUor/TVTuiier, for use with CTM644 monitor.. £29. 99 

Amatrftd 464 light Gun & Games Caaaette , £19.99 

Amatrad 6128 Ught Gun & Games Dtek ; .....£19,99 

Amstrad CT1 Clock Radio,.,, £9.99 

Amstrad CFC464 Cassette Meetaintom uiih lap*; head and motor... £29.99 

Amstrad 464 Head Alignment Tape* t> , M ,, Mr ..^ „ ,£9,95 

Tape Head DeitiajmetiaeT ._ r m-Hiim.*,, £9,99 

Prtoc* Include VAT, p«t«gc and packing 




All orders by return: Cheques/Visa/Access/POs 
Tel/Fax (0952> 4*2135 
TRADING POST, Victoria Road, Shtfnal, Shropshire TFII SAF 





(0257) 
421915 



O.J* Software 

Fast Friendly Service 



(0257) 
421915 




Adventure 

Cass Disx 

Avoo jwift Murcfacf . . E 11 95 

Sc«pite £6.90 

tamoui F-vt an Tf Jifond.tf 50 CI ^ ,95 

Ion Boyi of Doo*i Cf5.W 

ImVfeN £999 
Rfh^^Doom .XI 1.95 



Arcade 

C*s^ Disk 

G^Nm** CO 95 
Fl6Co#bo^4ci L*71 £7 95 

tMmgt f1?*5 11595 

Merit M«» t: I 95 

ttgtftatt^WOwp Cfl.SC NJ-M 

OMEwropo. £1195 

*?«b0yl £9 30 .„filW5 

*o<fen*J tl?« 

SMbw torrf«r * AM Sioiin ... .. £17 95 

WCi*.. , fiwfla 

WrW" ■ .^8^1 ,..C14.55 
^rtrCa^w , .£9 50 ...I12.M 

SyptrMjJWJcoG Pi.ii £175 £12,W 

liMiKaftsoc 



Disk Skcuu 



ft 'T. i h.'- f^HJ *Thxri II 
ChKOtiffH 

S^rinrw of ih* &#fJT^ 



w 



Ce.9* 

To °9 
«99 



COMPIIATIONS 



CAS* Dt5« 



? MOT S H*NR< ■ Gaitf** ^m?. OtUW. Ttft 

IflTS Ol ^UIV. S^inabi. Ckiobh C^dift I. NiftfO V^r^.«r k Oyr, EXis, 

HUM HAM! IptiiWhAi *. Stfnpwu. WW Wri-de^nrm . .. 
MfG* SFQ(B: 10* ipffHAfl f^*^- ... 

Su*isrii>fTH: Pwd F^b, WW* w^mr^^s . P+F>#*t* 

SOCCit 51M5: K»ci tiff «, Gazfo II Eml^ H^kov Akropnu 5«c*- 



l™L C. CI I 95 



en w 



C1J «5 
9? 
£«93 

CIS 
C 1-2 95 
t^fl5 

^15 



Strategy/Simuution 



r3.?i 

£3 ?5 



... 

WoAj Cbii Mdby 



C5 >:k 

£7 95 
ti7*5 

XT2 95 
Ct2.95 
t?95 



War Games 



BflH* c4 Bulge . . . 



HOflJ fM9J 
.(IMS. EM 95 
. tiO«.. CM 95 



BUSlNISS/UriLITIES 

A^AH*AlWiMoimi^Mdl ..C54 9i 

Cdhut Dump 3 *C«* fcumtf El 5 95 

CrtrtK Cour» Tflwog Sur fl 1 20 ... ... . £20 95 

PiitQiony iP-tV Uhhry} . £ 1 2 fl-5 

MnvkrcQk l?A(l?Bk| £27 95 

Mfjsioif'Jo U! riSfttM C29W5 

Mirr«t«lgi* *0Wfar6l?B/6li** .£^.99 
Wrf .^idiH^ri wHh AWJC iWjvwj *MM £59.99 
MinyOttcffll tH«....S14« 

CraifMii £20.95 

htftJl £lrt ^5 (JLflffl 

pjrjNp#^i ErW*<;. .. £33.95 

tuvSp^ Tqiwcfd) . . . t M 95 



Accessories 

Wsvvw.A^M*^^ t*4 95 

Anifrvdrpl ^{haOr^P f«95 

Anitwi VtP: I {444 i» Sftfi IV) S ?9 9J 

AfH»*vl M^|«l 1$ to Vcri! TV| t U 95 

CcueM iMd Iw* t£M C«¥^ C,195 
Couifi* ilvr ■ l+odi {Ml *i Jft* I C? 3 95 

CD44^rm^&'M CV93 

Mb^wdHMrr £595 
* Aul* A,i E49 9i 

£$95 

4f4 L .' vl. 

Xb«fdC*Hf*fcli4A4+/4^i. £4*5 
lWnr>r.ry L»iMni>on 04K Itx 464 . . 644 95 
Ptirtpr C«U> J C9 95, 1 WN S19 95 
ftlrt«rCoblp4o4./*IJ* ?M> . .. £7.95 
IW3 TV Turwi fef C1M44JI ftA«itoi -SJ4.95 
Sr^otn M» A»a IMC Nk*v/tt* . . . ,£ 1 ^.95 



Joysticks 



t"CWAPE^nON«(0*%nl ..... 
CHEf TAH fatf . 
C.HfcflAH Mcit-k 1 

*QNi* 5pwfrip<] , 

PO WtftPLAV TflrrninoicH 

OUfiCKSHOr M«n i 



£ 1 4.9J 
1 1 3 93 
£ I I ?5 
tia.95 
1 1 S « 
£^4.95 
U0.9S 

; n 9i 

CM.9J 



Iducation 



CA5S 

F^i k*KKJ I lMJ«r 5 

fvi id <y fV ^ C»0 95 

Sctad IP a 5 7 £i095 

r^ScK«3lllo#tV 7M . £1095. 

Ku^tM.. £10.95 

i*nHai^ Wt*(t*44 C !? 95 

fv» *** Wtalt 7 »50 
fr#ad R^iP Awoy I Sft 

b^K^A^? bO C9 95 

bwJl^H A^w^ 7t £995 

to* Sp iln j fl* Ca9^ 

flfff M(wy 44 Cl? 95 

Mi^t^fnUii? C*50 

MmLmMoA^ 9.16 C2495 

&s*rt Mir4.i 1M6 £« 9J 

u^iMhi 15< C£i.95 

1 IMo S<95 

Clii^ii»y 11? 10 .Cfl 95 

7. I. M.M-frU ! U 

■."hhi rr-jin hkiii* II-,,. 

S(Mirt e ^ Tu(^ If 4 

-M..rr... t l^livh frAJ CZ19J 

lh»ftrM&Kn5H [61201 

*jmh o*i Trvgubfv hJund 3H 

Oaeuti ViMrf 6-10 |6l ?8| .. ... . .. . 

tinnl Xillnr Mftlhi A>iv 9- U 
Aniwrn tlock Jni Ouii 6*1 1 



..ca.95 

Xfl.94 
C4 9J 
CI195 
£13.95 
1 1 3 .95 

Ul 9J 
CI295 
HJ.93 
f IJ.fli 
£1^.95 
IU95 
£1295 
£24 95 
£11 9j 
t i; Pi 
£241-95 
t!29S 
C249J 
CI? 93 
£12.95 
£12 95 
El 5.95 
£15.95 

S?4 95 
CI 2 9J 
f I I ' b 
£169$ 
£5^9^ 
E I ^ 9.^ 
f I I 9* 



FACTFIU SEItlf S FOR ANS 
BACK JNft OUIjT 



A i idimfiiv *l I 

Tgiinfl * 1 1 

Wbfti&wpcpl* 11* 
Ncnupolrtiiivji 10* . 



E7 95 
.£7.95 
£795 



A^l prtttftiri Uttod btlew ciro instable fgr 
Lie wilK AMSTRAD CPC, ATAiRI ST, 
COMMOOOUE AMIGA, IBM PC 4 

Wk^fi LSrdiM iaq p^4*av> ifcah* ^ompLH#* 

CiriZEN 120D*9PkMw £139.95 

SWRLC209PinMwio. 1^9 95 

^tAfi LCI 00 9 Mflw/Gd f l»9 95 

STAR LC24-20 24 ^ t2<^ 95 

ST« LC2J JQ621taM6n<> £2(995 
5Wf IC24-3W 24 fto £259 95 

5rA« lCJ+200 J-l MeVCd £2*9 95 
Ailpr.x--. . ' ■■■ iti^p H 8 > i.Lol.-^tfy 



Ouan%: 1 3 5 

DWT 2000/ 1000 £175 £7 00 Clft ?J 
ClTtTjN IJCO £H> £700 t»675 
ftw^*;KiFWii^?5£70C tl*?5 
«75 f700 tl*25 
SMLC34-10/2D I?9S C7S0 £17 50 
fcwaci*OTiia..tt75 .£7,00 £ie £9 
STAft TOftew £4 95 £950 
5ttrlC200CofloDr Ell 95 £22, AS 
0>hi-r ptii^rr rrbboni plBDM 
phono 

RI&BON Rt-INK ..£1295 

BUDGET CAi&miS E3,7S 1ACN 

C*iucW» f-ftg Chucltii E^fl II 

Coiiiinapid C»rcu* Dii^y Yolk Fqrfk 
Doubly Dr^aw H Draao^ii of f bm* 
£ mlyn MuqJi«i $oc<w F 1 3 Sfrih* Eo^lt 

FIAComWl PfcK* ' ml 

Hixtiofl. h*owk LoNi* Turbo 

Pd^hh*. R«k Oci^rrog^ II 

Rpdiand % fortl Sorv*c# 

$Hr««tfiQh»<H r^mifrfiior |i 



M*HT MOM AAMI1 irOCHID. fUAU WWTI Ofl I1UPHONE F QH U1UT MWl LHT. WtCIf INCWH f&fWH A WWNG IH IAtt» PI JAIL MJUtf CHUUH 4 Hf Ui OltDIU PATMii TQ; O.J. SorTMXJI AND UHD TO: 

O J, SoftwAj*, 273 Mow Li a Road, Wbkjht^iq^ N*. Wuam, Uhu WNo 9ftN fftwn o*hpi oiviwm& f v bitvin], Access ft Vha «mh m/f ax on M57 «1 91 5 MotJ-fti 9.00 ■ 
1 7.30, $Ar ^,00- 1 3.$0 (jiNiwtii«fo«i/iAX oufi«i HOUfti), OvirwM j wiuoMi [lorrwAB ado £1 «* ™ kjstaim; patmikt it caiewt c**& p iu*o<Miovf o* iamk o#aii j 



GAMES SECTION 





CHARTS right here, right now * GAME REVIEWS 
pages 44-46 • CHEAT MODE pages 54-57 



It's time for thre truth 
doesn't actually exist, 
you the truth came -form 
company, 



The AA team 



til 



very 
our loyal 



tell 
m§ the 




Tim 

Or Should we say, Rod Lawton? That's right, readers. 
Tim's writer had to change the identity of our 
belcved editor purely because he iost the trademark 
beard. The experimental period saw the fast 
departure of Linda, due to Aian (Tim's writer) feeling 
a little uncomfortable in dresses that small. Alan is 
actually a business lawyer from Bristol who 
happened to own a CPC (we decided to keep this 
quiet - the readers 1 !! hate htm more that way! 




STREET FIGHTER II FEATURE 

Page < 



But maybe you'll know him better as Adam Peters? 
The finaS idea for the ha*ry dropout you think you 
know today came from the Linda Barker wig being 
kicked about a bit, and thrown at Adam, Howe/er, 
the loveabie Peters chappie wasn't exactly real- You 
see, since the very early issues, the staff writing 
(Yeah, Wte that's a verb. - Ed) has all been 
undertaken by a man called Colin Campbell who's a 
plasterer from Croydon. 

Nick As pell 

We really are surprised this one hasn't been spotted 
before, realty. Look at the picture to the left. Now 
dig back a lew issues, and find a picture of 
Maryanne. Now go back to the Nick picture, and find 
a black bifO- Draw on some more tw. Spot any 
simrlarrties? Yes. that's right. Now get the last ish. 
Draw some spikes on, Remember OBte? If $ all 
com«ng together now, isn't it? And for a British Rail 
announcer, he can t half draw... 





The hit parade 



Street Fighter „..Kixx 

New Zealand Story H/Squad 

Quattro Skills C/Masters 

Dizzy: Yolkfofk C/Masters 

Terminator 2 H/Squad 



Super S/lnvaders H/Squad 

First Div Manager C/Masters 

The Last Vampire... Atlantis 

Flimbo's Quest .. .Klxx 

Hero Quest GBH 
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GAME REVIEW 




fighting the street, whf not 
explore a hostile alien 
planet? It's a good, clean, 
and productive way to spend 
your free time. 

No, it's not a spelling mistake, if 5 the name of 3 
droid that used to betong to the crew of the 
StarL an inter galactic exploration team. Anyway, 
through various mishaps, Trakers gets teft 
behind when the crew" s ship takes Off lor brave 
new worlds, leaving him on a has We old one. 
Magellan*, So you've got to wander around, 
somehow finding 10.000 credits to buy a one 
way ticket home. If s a nice, straightforward, 
to earth (laterally) ptot. You play the part of 




crterpiNar tracks) On to the game. 

HoW on a mmule. this is Drz/y! Oh no. sorry, 
my mistake , its actually quite good, The idea is 
the same thcogh, romping around a ftek screen 
worfd collecting and using items in conjunction 
with static featurestcamputer consoles, etc} and 
other items. As with Dizzy, this combination of 
gameptay styles divides the game clearly into 
two main elements - puzzles, and reflex. 

The puzzle side to the game seems very well 
written, with each object having a logical 
purpose, and each problem having a logical 
soluton For instance, you'll need the passport to 
get past the gate to the city, a cash card to get 
some money (rom the cash machine, a lighted 
piece of wood to set oft the dangerous gasses... 
(That's enough cAies for now. - Ed) Occasionally, 



obstacles that take you a while to get past. What 
may be a slight turn off at first is that objects are 
nearly always placed absolutely miles away from 
the locatton where they're needed, but once 
you've experienced this for the first time, you 
learn to make use of your various trips. 

The other side to the game is, of course, the 
reflex/timing angle* There are still the standard 
dangerous objects and situations to manoeuvre 
little Trakers round, as well as lots ol rmanies to 
avoid. The trrnmg needed here lis. to be fair, 
superhuman at times. There wrfi be the odd 
screen wh*ch will have you putting your 
head through the monitor (try getting to the sea* 
fo* instance). 

Of course, exploration is a major factor of 
both game styles, giving a possibly quite linear 
puzzle game new depth, and a quite demanding 
timing game strategy, So combined, the three 
factors of Trahers make up a game that is really 
qurte varied, inters sbng r and above all, fun! 
Though the map only boasts a modest 100 
screens, the game makes use of objects and 




Don't star* at this picture for too long, or 
f oti might just «*• a little egg on logs. 
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you wil come ac*o$s some of those irritating 
screens but even when you're ready to ftivd the 
authors and kill them, you'H keep playing. You 
see, this game is anything but tinear. U you dcyn't 
fee! like sofvmg one punk;, you can spend your 
time doing other stuff instead, and leave the 
harder stuff you feel up to it. Such game 
design is refreshing, showing care and attention 
we rarely see in a game these days, 

AH in an,- then, Traitors is a damned fine 
game, If s welt written, and incredibly good fun to 
play, if s graphically appealing, with atmospheric 
sounds to accompany the equa% moody setting. 
If you don't get this one. you're massing out or. 
two counts, First because IVakers is a damned 
fine game, and secondly because if s the start of 
quality home-brew games for the CPC, • 
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locations «n such a way tnat you won't run out of 
space, and you won t run out of map. 

Another Swig that makes TraJcers so special 
is the graphkai poti sh - (Buy some Graphical 
Polish today. Onfy 15 sttflfags a to. - £df The 
scenery is never boring, and hardly ever repeats. 
How on earth so many graphics and sprites we*e 
ever stored m 64k ts beyond me, as the library of 
sprites and static features is truly huge. The 
sprites are aM well animated, with no ffcker, and 
no icrking. The ioadmg screen and a few 
efements in the game itself do give the 
impression that cute 1 is trying to creep irt at the 
edges, but if s nothing to worry about as vxMhg 
even remotely resembles farm produce cm ieg& 
and there's not a scrap of fur to be seen. 

The artwork js second to none. The scenery 
all blends nicety, and actually manages to add an 
ar of tonettness and desolation, the cfty is M of 
high roofed, stlene HI 
rooms, and the *P* m~\ r\G 

outside computer ^-^^KJHI 
terminate look * ^ M W k* 1 * * 

overgrown. Nasties m ^ 

take a variety of torms, 
ranging from Jet SW B 
W^ystytefloabng I ^EJ^^^ 
ineanies (though the/ re * ~ ir» 

much nicer to toci< at I W B fr^^^^B 
than iS IV ever wasl to " 1 www 

Rightly more normal 

birds, butterflies and such. From what we've 
seen, there isn't a Single ambiguously drawn 
object in the entire game. 

Graphically, Trafrers explores a slightly 
different avenue to the likes of Prehistory tt and 
Super Cauf&on t m that the emphasis is on 
atmosphere and impression rather than how 
many things move at once (not that there's 
anything wrong with either styled Th-is, though 
not as visually mirtd blowing as Titus's two 
releases , shows an incredible amount of care on 
the part of the artist. 

The title screen erupts with a dramatic bong, 



j 



mm 




an atmosphere which stick around throughout 
the package. Spot effects are sweet, with the 
ocfcl little splash, rumble, pfir* (when you 
manipulate an object), and the Hie. 

£s al really cheerful, rigjit? Wiat a tab 
game/ you're thinking. We^ there is !he odd 
downer, as with any game. 

Grfpe r bming. Remember eirSer t menboned 
the need to have reflexes at the superhuman end 
of the scale? WeH Ifce further you progress 
through the game, the more difficult things get 
Okay, a ntce moderated difficulty factor does a 
game the wortd of good, but there are some 
deadly obstacles that place your progress {or 
even Itfel very firmly in the tap of pure fluke. 
Some screens don't require practice so much as 
continuaBy re-trying until you either tte or get 
past; Ths wffl irritate you - as soon as you know 

you're going to have to 
^^^^^^^^^ travel across a certain 

j^l^b - automabcalfy write off 
three or four lives as 
* ' _. - natural -.A'i!i>iage. This *s 

PH- \y A^r I a ^ ownfaS[ - wt enough 

k f ; < to detract from the 

1 TS -< , game irt any big' way, 

tuff ilk* m*mm W enoy 8 h to ^ 

n tint «hwM Im m a bit of a bad mood 
on was taken at times. It might be 

- - wse to bear in nmti that 

tfrs review was written by someone who 
managed to chew through seven joysticks in half 
over the space of half an hour though, and so 
maybe isn't alt that balanced. 

This shght tack of consideration in some 
screen deigns won't rum the game for you 
though, as the initial ease whilst you get used to 
the format gives you a taste of a game you'll 
want to see a tot more ot This definitely gives 
the game a very good initial attraction, and 
series as a very good advertisement for the rest 
of the game 

Once you've got a little deeper into the game r 



stuff fik» th* tttWr 
til c*re was taken 



Sf>tond floor j Excites |lrvgerie r spnrtln^ 
PCHKJ^ and krtthtnuv.irc (it's a lift, you sopf. 



Oh we tfo llkv to Ik beside the seaside, oh 



TTTiTT 



Some beautifully drawn sprites 
which are well animated and very 
entertaining. 



No tune r but a pretty nice variety 
&f sound effect*. 



The game drawl you in quite 
niceJy r starting with the 
easier stuff. 



But It does gel diffkutt a 
little quickly. 



Look, Ws [Mat good r oka*? 
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If s Creepy * Kooky, Spooky f 
Ooky. It's Simon reviewing 
The Ad darn s Family - double 
spookerama. And no 
mistake. Or something. 

Can you honestly till me that at a child, you 
really enjoyed Tiswas? It had all the right 
ingredients - machine ss. an evil villain, 
humour; Chris Tarrant, etc - but it t always 
found it incredibly scary Soit of 'clown that 
grins too much 1 -scary. Ail of this is. Of 
course, onfy vaguely linked to The Addams 
F amity, hut I just wanted to mention It. 

You see, The Addams Family we rant 
scary as such, but they did posse si a 
certain something that prompted slightly 
uncomfortable laughter from people who 
were never quite sure how hard to laugh. 

So is it possible to capture this deep 
spirit of cre&pinesi on a computer? Has this 
re release of Ocean's original game got 
what it takes? 

The plot's simple - the whole family has 
been imprisoned, and Iff up to one man to 
rescue them - Gomez. So you. controlling 
Mortice's slightly creepy husband, must 
journey round the castle and do the 
standard heroic bit- 

It's a platform game. Welcome to Yawn 
City. Alabama, population one game 
reviewer. There's a fairly good selection of 
nasties, Oh, and there are some doors to go 
through, Whoopdedoo. So h what with all this 
bred concept stuff h why is it so likeable? 

The format is strange - bad guys are 
killed by jumping on their heads. This, 
though being old hat in arcades and console 
games, is a relatively new development for 
the CPC. Probably the closest thing recently 
has been Prehistorik li 4 which had a 




d*^£* * : null u Hi 1 1 ii i 

Y bore's cmly oriv worse than a chum 

with soik&s At th# bottom. And that's, or... 




iTS> " 5* ULHIUUMIU^ # 

iwir trust m nun wilh a mau^t E icht>. Afw.iy* 

try to leave your nuyftHKi with * woman, 



*-T^S ■-■ * El 1 1 1 1 L I li 1 1 1 11 * 
Two suit* of armour engoge In a discussion 
efaovt Proust. Chmi slips by unnoticed. 



distinctly consolay feel to it Good news? 
ft Well, it adds diversity to an already broad 

games selection for a dying [as far as the 
Uy computer games industry is concernwf) 
ho machine, so it can't bo bad. 
>h For a game to work at welt as this one 

3 does, the graphics have to be quite good. 

iS this The Ac/dams Family is extremely nice to 
>t look at. with a broad ish array of different 

backgrounds, as well as a good variety of 
has bad guys. The animation it smooth, with no 
in to sprite flicker, and no speed reduction, 

I in g One thing you may notice is the slightly 
st naff title tune plonking away in the 

background on title sequence but, 
thankfully, this honky-tonk harmony in 
awn everything flat dies as soon as ttie game 
gets gofng, Sound effects are a damned 
in of sfght better than the opening tune, and do 
to go actually manage to add something 

II this When you first play the game, you'll have 
3? a mixed reaction. On the one hand, ttie 
e game holds nothing you won't have seen 

before but. on the other # It does make a 
-insole very nice platform romp game. Ocean seem 
rt for to have managed to combine the good 
centty points of many, many games, and leave 
behind all the niggling little things about 

/ previous platform yawn -em -Lips. 

r T Once you a ve managed to get past the 

first screen, the whole game opens itself up 
to you. That's not to say youll be able to 
W- \ . complete it all that ea&ily, it's just that the 

^— techniques used on the first screen are 
— carried through the whole game. This way, 
you'll manage to see quite a lot more of the 
game each time you play it. and you won't 
^HT come up against too much trouble with 
■*S»fj screens you've already completed. 
"5 r^ii Thts has got to be one of die better re- 
releases of late, if not the best. What the 
ssion game loses in lack of originality, it certainly 
>i- makes up for in size, fun, and challenge, 
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Simon soys, 'Hold both bonds in the air.' 
Well doM flflr Add Ants, you're tho winner. 
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One of the most hyped games 
uf 1993 has been US Cold's 
Street Fighter II. Just about 
every format hms seen a 
version except the CPC. It's 
not US Gold's fault, but just 
what exactly is going on? 

As with everyone etee p we at M started to get a 
irttte excited when we heart) of the development 
of the sequel to the massively popular arcade 
game. Street Fighter, A quick call to US Gold 
confirmed a release date of t as far as you're 
concerned, issue 90. It was wrth a tear in her eye 
that ex AA ed Linda Barker told the world it would 
be appearing next issue. 

Issue 91. Tim's first ish. SF2 was scheduled, 
and with a heart filled with hope x I rang US Gold 
to fend out when we couW have the most 
publicized beat-'efTHJp in history (or review. 
Lhifortunaiefy, it was not to be for that issue, and 



the two pages went to Playdays instead 

Issue 92 We're all a little disheartened, and 
the regular call to US Gold is not cheerful. Two to 
three weeks, they said. This is what they've been 
saying since we first heard of the CPC version, 

Issue 93 Somewhere in US Gold, a 
marketing manager picked up I he phone to a 
staff wrrter trying really hard not to giggle One of 
the most enjoyable parts of the mag was writing 
the Next Month cGpy. 

Issue 94. It's not funny any more. Tim drops 
the Next Month reference, and Afl resigns itself 
to missmj! out for another issue. 

So what's going on? 

The people responsible for actually writing Street 
Fighiet it on the CPC are based m France. This 
has posed communication problems between the 
English office of US Gofc), and the team. 

The last M heard, the programming team 
themselves were halfway to disbanttmg, and 
maybe scrapping the CPC version altogether. 
This is No Fun, Do you realise what you Ye 
missing out on? SF 2 is the most hyped beat -em- 



up game of all time! Whether it's the best or not 
is a different story entirely, but well get that side 
clarified as soon as we see the ftrnshed game. 

A merry tale 

The Street Fighter story begins in arcades 
packed with several otto mediocre beat-'em- 
ups, The only thing that separated Street Fighter 
was rts pressure sensitive pads, ghwig the player 
the ability to gauge the power of hits. This, to say 
the least, caught on, and gatfiered iFs own 
following m no tmve at all. Apart horn the 
pressure idea, though, SF was nothing speciaL 
Street Fighter «. What's it all about? Well, the 
full story is a long and complex saga full of corrwc 
stops, leudal histories, and lull personal details 
on all eight players. The larger amount ot 
Characters in the sequel allows for much more 
freedom, experimentation, aid life span to be 
included m the game, as you can always find a 
new combination to pair up. Meet the guys: 

Balrog 

He's a boxer. What more needs to be said? 



r 
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Th«s# are the ar*fi matron sprite? 
Stankr* front the Amiga version ot &F2. 



And for E Hond.i. We'd k»v« to show JfCHJ 
something from ttw CPC vtniM d btrt... 




This is what all the fuss is -ibout 
Action, excitement and violence. 



Ryu, *wn here in 
rehear**! #0* hH 

rale In Swan Lake. 
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rily reduces (tie co 
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qurte a complex system involving about tour 
fire buttons (available on console machines), 
and qurte a complex set of movernentS- The 
Specif urn version (the version well be drawing 



Anyone with a headbutt as a specie) move ts 
going to have aB the mentat agility of a flea, and 
about half the charisma. 

Btanka 

Ha! He may be big and green with a huge 
amount of red hair, he may eat people's faces, 
and he may pass currents through his tody 
whenever he pleases, but i rust can't get over the 
fact that punk's answer 10 (he Hulk is actually 
called Jimmy! 

Chun U 

Probably the most famous of all the Sf 2 
characters, Chun b apparently watched her 
father get bumped off by M Bison (so they're not 
afl that chummy), and has a variety of special 
moves most of which involve legs flying 
everywhere (along w<th the bad guys). Oh, arid 
she's got split ends, 

Dhalism 

King of the rubber men, Dhalism is a 
motiijrnentafty bendv bloke. Be can break 
someone's kneecap from deaf across the 
screen with hrs arms that must stretch 
proportionally to about ten feet. 

E Honda 

What can I say? The original fat bloke »s here. 



system s capabi 



one button. This won t pose to much of a 
problem m normal play, but it is another 
reminder of how the CPC (jst isn't equipped to 
cope with some of the software ideas floating 

around these days. 



He's an expert at sumo wrestling , and has a 
variety of special moves hghlightmg the fact- 
from crushing or throwing an opponent to 
slapping all his flesh off. 

Guile 

Gude has to be the hardest of aH the characters, 
whose various special moves pate into 
insignificance compared to his atohty to wafk up 
to someone and put his fist through their upper 
torso approximately 1 7 tmes per second. 

Ken 

Like Ryu but hi a red suit. 
M Bison 

How much explanation does anyone need to 
attach to moves like tieac stomp - and naming 
torpedo 1 ? Don't try this at ftome, kids. 

Ryu 

Your standard borrng non-nutated blokey m a 
karate costume, capable of fireballs, dragon 
punches, and couple of throws. Yawnarama. 



Vega 

Strange chappie this, wearing a mask on his face 
and two loot claws on his hand- If having a two 
foot fingernail poked up your nose wasn't 
enough, he has a vanety of throws and drops 



This is the blokey Ryu defeated the first time 
round, giving him a huge dragon burn lor hi 5 
trouble. He's angry, and he's seven foot five? 
inches tall, Whal more do you need to know? 



No specif moves like fireballs, missiles, etc bt^ 
he has a rather impressive range of moves for 
putting someone's head through a paving slab, 
brick wall, or car. Seven foot and scary 

So all these people meet for a giant 
krck/punch/throw>l>urn- r ermip, and if s 
immortalized on your computer screen as Sfreef 
Fighter V. But once again, where the hell *s it? 

The official word from US Gold is that ifs sWl 
under development. The problem isn't with them, 
you see. but with the actual programming team, 
who are Mi working on the CPC version. We're 
gang to be trying to tatk to them ourselves soon. 

We're eagerly awaiting further news as you 
read this and we may even have a preview 
version of the final thing to tell you about next 
ish. In the meantime, though, don't lose ali of 
your hopes, but don't get thorn up either • 



Coming Up... 

Though we can't really promise anything 



the Sf 24!itWhe*treets front, youl hear rt 
from us. Pk*ase please please donf ring up 
asking when it's going to be released, as 

neither US Gold or Amstrad Action will be 
able to iefl you at this stage, but be patient, 
and you couFd even see the brggest beat- 
'eimip ever on your CPC. 




A A Cover star prepare* to punch Km ill T 

tht- back of mijritu, vihqr im plm i irt . 
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ROMBO 
DISCOUNTS 



464 PLUS 1 St DRIVE - eiTo 



ROMBO ROM BOARD 

Now only £25,O0 

lb* mo* I widaty u-mcJ of oil EembwrqY fl 
ickM*.; pn/oK iWjrth fof frOchj hifln 9 or 
W B l&OM \loH mWhiW*; facility for o Ztf 
iocltiJ o* ko* RAMROM. 

DISCOUNTS 

20*;^ • with rh* Dual-Mcd* D/iv* 
1 0% - with ROM software volwd 
ol £20 or more 

E PROM PROGRAMMER 

PtOgtqmT 4k ond 1 2.3v otirf 21 v 

ifuwnt: full opron, pom •p*oni qmj l-npl* 
by it pr&gromffliriQj RDM fita #dii<(i{j 
StfppWd wilk tg»y tg ui* m*mj dnv«n 

32k RAMROM- £14,95 

3?k of MM in Iwo 1 61 bfacfo- fcacJ> 
bahowi !tk* a ROM. mrytwnn *Wi 
loaded wihS *QM uiNrivt kfooJ Iw tothng 
*OMp«^'cjTi S *,fWr rh« n«x! h? bkrw? 

•*51* tpfOfn.1 



31" DUAL-MODE DRIVE 

Povrei ror pound rh« bail voIua Ground 
Now mduda t lamSX tfw Ma. I CPC/PC/CK fil* 
Irontttr program. 

Ako indudes:- 
MS800 &n * MS800 *n ROM 
WW blank discs # carriage 

Our ■uroerior d rival itvorytriing Hiat all omar 
3.5" drpvni do - and mora baiidfrtf 

check out these Ft ATufr.es.- 

MODE 2: Full, uf-imp*dtd v» wfrH frodw, Rdtpdw, ft&mrfoi nnd 
Gomdo* giving up to SOOfc. p»f due wifhnui ffi« rn#o1 v> usg rh& 
5HD€ SWITCH. Tti* KhglPmenl flW*h»ro thgl *0thmr dfnwj 
wtfl Qtdy oJ(pw yOv «0 tS«*U dOCfc til G tfrtt* H If 0 U 0* *Wy 
who ha-vo iniOftod rp adding ihnir own ndn Lwitdh 4a info-ilOH 
dnvoi ton eoftfitm M uh im MS600, th# no 1 high capacity 
b«fflott*r - act* por at 400k p*f tid*. MODE 1 . *otii at a 

ruiteltn oiwr^.v* i.. ti.r rci b dr*i i ec* pii n<> MAtft^M 

■W Mot nviitK, flwd» 4 it noA poiiiMi. 

OVtHALL Ultfo quirt mockonjiHi, iht fyp* uitd J A lAoit 
prof«-uioiid C4fnpt4tfi; imolK wo?koi* powiK supoV, 

lltel sn«*3t cow. Yov nood io buy n&rinog to vit yovf ti«^i 
-mm^d^H ly M$600 H HippWd O* *K Ort^ w*w^ 0* 

r»l you hwm o R0fAb0B4(l Ml* A* *On*3C fflSCOUWf 5- 



PLU5 hfr^iv* * m od. 
0^d 464 J it drive - not suitable. 

PI«3W *1O>0 yWK ■compyagrr modd 
wKf n tirOViAg. 



£79.95 

complete 



ItQMBO 

VIDEO DIGJTISEP 

Nqw onljr C4S.O0 

CapMr»§ si-kUc p<fuf« rrom o nd*0 r«0f0V, 

COrtwrO at TV wtih '*id*0 OuV *Q £jQI*pu**f 
nwMfy, Monip^loit pkhirva. tov« *o dKK, uw 
in (proQfomi. prlnh out,. #4c 



4i lh# fiumbw otf* htgk capacity (&#niatttr, o4Wlnq vp 
*o 0004, i*Kog« pt^r J 5 # dbc. I h WlY on* bat oWin'i 
nrtd to bv p**w* l»* *«i to tw u**d. *v4 Or*lV OA« (hot i* 
cocnpot^l* wffh OH tfJtwqr* fndwdi^a ^PM, th* OMLV on* Itinf 
oa*!i rtq *Tttmof y whofhow. rh* ONLY on* rhat eon um Hi cfriei 
in rfriv* A jAooA iwildi uwri, pl*o*t fioto). rh« ONlV 4na rhol 



ROMONOfT SWITCH - 

C.onn#(H lr<fl flKpjCJ.nu'J'1 porf lo Ufffi alf 
Brirprnpl ROM« Of F Ot ON On n«*oW. Nal 
Mi^obla for o wihN diK dffy«, 



wbtki with ifw Plui mochinfti H a vuppJ^d ^iih 4ti own copying 
utlhry qnd o program tfia-t nllowi many tap* K> due 

iianwieo' aamw to mn riwn drfvi &. Chock itmt Watvw noolnif 



any alt««rrxTHv« and you'lf m* wHy MS800 hi limply rh# tmi 

M5B00 diK or RDM *. M 

MSB00 chic and ROM ... v .....U.W 

IfcOM bf dl« ownon (pr^ j oo*o# Q , i 30 



BONZO SUPER MEDDLER 

EMr«plio«3lly gaod rqpe k> dl*; tfOrtiW u*|tity r v*fy 
larajfc on-due: dnlobtii* of v*rifi*d rrori)l*ri. 

BONZO BLJTZ 

Trtmfrf* otl ^ori«ri*» SPEcWOCtf 1*ti*i omu 
ditc, proidvCinOJ Atoritf ofrtii* troniklft. Oik-dilC 
dofohoi* of vvrSlfd rranjffi ktcludpi 4 ctdv*nrvi'« 
gam* ffff£r 

BONZOS FLASH PACK 

Ov«r 60 oddiiioen to Aniic. wm» powvJul. 

owfi fiaik progfflint bur 
ir dot* ntfl iv«d »a b« 
prpMtnl Foi 1*^ prc-^rumL 
to tyol 

MAX t DOS 

IK* rnewJ c-cMnpfol»»f>fcjv» 
and «M*nHve ^*isvttt\ 
dilC utility tivuiUiMoi fbr 
M CPC AH Iwhfios- wof* 
wilh Amido^. CPM, fFaimdai and fiamdoi 
tr^ludti diK/filf copy. di« opi.m.w, CAT toe, 

wqi«d roWO «Hrat«d fibl r dilC oiJitoe And 

mvdi mweJK noco. 

BONZO S BIG BATCH 

Fun, ft*jcibi# 0o*c*bcrt*. yuporb paolt pceaWtor, 
teuton and iprito dtiigw 
Sum MfOCHEft „ 13 *5 

13 95 

FLASHMOC 9.9J 

BKSMTCH I .9 95 

MAXJDOS i 13.95 

27 OtSK PC/CPC/PC rransrwi 

ROM SOFTWARE 

PROIEKT £30 UTOPIA E2i 
PROSPELL £25 MAXA^i C30 

PD GAMES ROM [2 
61 ^6 UPOHAOt ROM 



SrdORrVE SWITCH I2.*5 

AHA SWITCH. 12.95 

SIDE SWITCH (k*j 3.0Q 

5rDE SWITCH jplu^-onf 5. "95 

ABBA A SIDE ca*ntin*d 

3 h Airt»hdl*n. 10 far 20.00 

3 .5" «ic, 1 0 fer £7. 5ft 30 far 20.00 

3 * indn/rduol dl*t COM 10 kit -5.°5 

3 $ m locking disc boN jKciklt 40} 7.95 

RAM PACK fOkftoflki) 39.95 



Individual 3 disc tases 
fbooh ityle opening) 

10 for £5.95 

incJudint] p & p 



AVATAR 



39 CROSSffUL ROAD, UVf RSTDCK GREEN, 
HEMEL HEMPSTEAD. HERTS. HPS «RG 



MAJOR CREDIT 
CARDS TAKEN 



Dual OwnnH 

RS^232 

with 

£39.95 

THt A06A iw«ich 
iwapi the A and ft drwai wound, itva 3rd 
DftlVE SWITCH allow* a 2nd B drWo to | 
bt comtclsd; in* SOf SWITCH cwvwn 
infecicK dr.ves to D*HiiMode capabvhry. 



464/6128 PLUS 



Low cost INTERNAL 
disc /memory upgrades 



464 PLUS 

f jctra a4 k 
DiK lnl«Hacfr" 

61 2* PtUS 

Tope wirn riN-nohff 



0.I.T, 
hit 

JO. oo 



Don* 

r.y u« 



liuM 30,00 



{tbpo rac^rdnr nar includ«d| 

* Tocwtfl«ir wrlfv ttw 3,3" dHv«, ihll 
is Th* lowoul totting 1 *l drtvo by 

q wide- rn«ii ^in. 

Pleaie wrlls of phono f Or dnta 
tmhffw tending yOur toinpuTar. 



Phone: 0442 251705 Monday to Friday +g3r 





met 



BOflM 




Starring Butch Cowarriiie 

La% f in 4 mp&sirtr tnvan miih m 
muapm from <#rf ain death, but 
th« incredibly bod "I M«via 41 
Mh Ih* Ml W game f f op lh# 
author of PD llonk n Ev# of 
iKadDWi n with over 31 OK of 
graphkt todo. 

Disk only £ 9.99 



Mil UNI r 



t«Wo tN tott ttnrinf Hiroogli 

t^vorit , land rape*! 11 tits 1 
jungles, over 350 screen', of 
k roHl»i off ion, In 5 lonos, 
1 3 hvoii with bonus ttogoi, 



Tap« £ &99 
«Uk £ 5.99 



DMP 3000/3000/31U JL» 

Ste LCIti 

Star 0 „ 3.00 

PCWt23A/«$lX. 



PCWWl 3 (ms) - 300 

Ep&ort LXSOO _-JLO0 

Old 390/391 iW . ww .A00 

DMP 1 , -,- 34S 









14.99 


61 28/464+ teCPCWk 


miw,._8,99 


CPC 464 to Plus Mw* 


or 8 99 


Amigo *o Pkji or CPC / 


Monitor -8,99 


Joystick SpfiKw-— _ 


8.99 


CT>C Printer Imd (1 rm 




Plus Prirtw Lsod (2 rm 


sin) 7.99 




TO IMrtted CahJogwe - 
PO Disk Catalogue - 

sendDi&k 

Supples Catalogue - 

FWfi, just plwne 

itf you dbn* iw what 
want Phone fero quote. 



pbo s^ prksne - Limited Stac k 

5.25" Disk acuc(!20)4W 
a5"DkkBox{40)™5.99 
3,5" Disks f»nM»m*MPhQn& 
3"AmMff/Maxefl_^00 

The Tortoii* Joystick J.99 
The Bug Joystick™.! 2.99 
1 254- Joystick 7.99 



TU0I EftOUl Klt» WELCOME - All PRICES FUUT fHCUrffVl 



Send your letters to: Reaction , Amstrad Action, 30 Monmouth Street, Bath BA1 28 W 



if s happened again 

Many thanks lor printing my letter on the CPC - 
Mega Drive lead, but oops, the grembns got in. It 
must have been the PC word processor I used 
instead of my trusty Grunwor d. (But Jotrn, the bit 
with the mistake was hand written. Bizarre, - Ed) 

The amended frpm DIN connections are as 
follows: 
pin 1 - red 

prn 3 - n.c. (lumnance connection makes no 

drffefertcel 

pin 4 r ground 

pin 5 - green 

pin 6 - n.c. 

pin 7 - sync 

pm 8 - blue 

incidentally, I've since checked the pin outs with 
Sega UK and theyVe correct. My deepest 
apologies for the boob. 

I think the new format mag is pretty good and 
the Serious software on the covertape is a great 
idea, Not everyone may think horse racing is 
serious, though. 

Personally, Cue been waiting for the 
spreadsheet, please let us have this before the 
database fOops. - Ed) as the latter are more 
common - iVe already got two but. as yet no 
spreadsheet. 
John Driver 
Swindon 

Thanfcs for pomfjng out the mistake, John, Er r the 
new vision doesn't took anything tike the old one 



- what happened? Anyway, this is probably as 
good a trme as any to plead with anyone who's 
linking of sending in any of these httte ideas - 
p/ease check them thoroughly before you mwte 
us to share them with the rest of the wortd, We 
don't have the time or the tacthUes to check 
these thmgs so if they're wrong we probably 
shan't find out And then where shail we be ? We 'If 
af/ be murdered to Our beds, ft be bound. 

Tape to disc 

Tve had some problems with transferring AA 
covertapes to disc. Because ot the way the 
programs are saved, if s impossible to save 
more than one tape s worth onto one (ftsc. To 
overcome this, l was advised to save the second 
tape onto another directory (User 01 instead of 
User 00), It worked fine but I can't get at the 
programs because the menus always try to 
access User 00 again. What can I do? 
Merv 
Australia 

What you need is a fc'Mfe program from the 
famous Simon Forrester : Save it into User 00 
and toad it from there, but before you RUN it. 
tump to the directory your other stuff is saved in 
(does that make sense?} and All run the correct 
menu for you r correctly. Apparently, 
tflOC Ifl'tddrrlBEIQ 
DAG. J 2fl RlfiD-bytM 

MflPJ W ■ IF^Uf-W IHEM >CftLL >ME 90 
NALD 48-nH-iUrp<U( B l"4gttll 
IflEF Sfl iddrndirtl 
CASE 6Q-COT0-2B 



MHO W -Mn-CMTiKiDtDSpCDtUiK 
CAPI *8 «im OtUMrllAlAiiMM 
GflflO ISO -BATA ■ 11, 5F , 23 , 11 , S7 

Oh no r another nutter 

I thought AA needed a tune to brighten it up (not 

that it s not brilliant alreadyl 

Blues 

I wOke up this morning (duh duh duh duh} 
And I got out of bed (duh duh duh duh) 
Martin Bianco went straight to my head 
I went to feed the dog but the damn thing was 
dead (duh duh duh duh) 

I went to the church and the priest he said (duh 
duh duh duh) 

"Oh my son, you're looking depressed" 
Thafs because my Amstracfs been broken so 
long,., I guess, 

{wow woo hee budoom wohee doobie do do da 
DOOW 

The Ayresman 
London 

Hang on, ffl/ust fetch me harmonica. 

And another one 

I was most upset to read your reaction to Loopy 
Lou's tetter (June 93) about the yummy. 
irresFSbble Simon Forrester, How can you say he 
isn't even remotely attractive and that Loopy Lou 
should seek help at once? I think this is the most 
hurtful thing I've ever heard, or read. even. (You 
should have heard what I s^fd when t first read 



.J ~ Lj. tl^Lt t— Lit 
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We're stupid 

Judging from the pages of AA you get a good 
few readers with problems with covertapes. 
Perhaps you could take a look at this one: 

The third program on the AA93 1 overlaps, 
Mysbcal, toads bkay, but note that all ttu ee 
programs are on side one of the tape, side two 
is blank, However , when the tape slops the 
screen alternates between a Mystical title 
screen and a credits screen. Touch either the 
joystick or any button on the keyboard and the 
program freezes and the keyboard locks. The 
game wd not start. Please help. 
I M Firth 
Penarth 



things weren't going lo be quite as we 
expected. Oh dear. What you should find is that 
Side two tsn't blank but that it t m fact, contains 
some data for Mystical u you toad it from s«fe 
one as normai turn the tape over, rewind jf 
and then play side two, fhe game should load. 
At (east thaV s what the Hairy Happening tells 
me. And he's never wrong, Probably, 



Ah r yes, weft What happened was that we 
wrote the instructions and then found out that 



Loopy s fetter - hurtful' doesn't even beg'n to 
describe ft. - Ed) All I can say is that you have no 
taste whatsoever and should take a long hard 
look at yourself - and & for ttiat matter. Maybe 
then you'll be able to see what a lush kind of 
bloke he i$ (especially his lovely hairi and how 
lucky you are to have him working for AA Amen. 
A perfectly sane person 

I do ttmk fm lucky to have the Hairy Happening 
working for AA, but because he's a fine writer 
and a fcnowtedgab/e chap. The fact Iftaf he's not 
very attractive to took at and wears an 
outrageous wig doesn? come ircto ft. 

Law abiding 

In between thoughts of how wonderful you all are, 
we've been wondering if there is any way of 
copying multHoad tapes onto disc using our 
Multrf ace 2- Of course we wouldn't do anyttong 
like that because its not stnctty legal and we're 
very law-abiding citizens - but we d be interested 
to know hypothetic ally . 
Please help 

Hazel & Graham 
Stockport 

Apart from saving each bit separately and 
loading just the section you want to play, no But 
we're open to suggestions. Or we would he, 
if copymg games with a Muttrface was/i t a 
bA dodgy, 

Qh, PS. I've fust edded Richard's Tedhrucal Forum 
pages and there's a tetter in there on this very 
subject He doesn't thmk you can. either. 

Type in probs 

I have typed in D»rectory Editor (AA92) but I get 

the error type mismatch in line 270 r . The line is: 

Zra *=M<Ji ♦ithWKn,*:d*^lik+* 

WouW you please help me out with this proWem. 

Mrs ¥ Hughe* 

Stevenage 

Well, F, tt couJd be any one of a number of 
things. Remember that the ■ symbo/ represents 
a space rn trie lype-*ns> Make sure you've closed 
alt the brackets and Quote marks, Make sure 
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you've used colons (:) and not semKotons f;J by 
accident That should tust about cover it. 
Probably. If it doesn't there might be something 
wrong wrtfi one of the other fines so you'll have to 
check through the w^ofe thing. 

Covertape suggestions 

Thanks for putting Tasword on the covertape - rt 
makes a nice change from Mini Office, especially 
(he insert and re-justify function. Is the program 
compatible with the other Tas titles <TaspeU, 
Tasign. etc) when transferred to disc? 

How about putting a Mah Jong game on the 
covertape (one in the eye for PC owners)? 
Colossus (as in Bridge, Chess, etc} did a version 
but I've never been able to get hold at it. Or how 
about Hewson's Unburn or Zynaps? 

You previous idea of putting POKEs for easier 
covertape games on later tapes was a cracking 
idea, W hacking idea, surely. - Ed) How about it 
for those of us without a Muttface? I managed to 
finish a game for the first time {Ranarama) thanks 
to that bright idea. 

Yours admirmgry (I wouldn't like to do your job) 
f You would rf you knew how easy if was, - EdJ 
Lesley Ralph {don't misspell it) 
Carlisle 

Yes, Tasword should work with ttie otter 
Tastfimgs- 

Er, t thmk you and i are the omfy people who 
play Mah Jong so it wouldn't have much in the 
way of mass appeal, realty, Unless you mean the 
tife matching thing that uses Mah Jong (or a 
range of other) tifes. That might he tun, Maybe, 

WeH ponder the POKEs thing, but it does 
raise an interesting point You say you finished a 
game using a POKE. But, by using the POKE, you 
cheated so can you be sajd to have truly finished 
the game? How does everyone efse fee/ about 
this? What do you think about this whole cfteat' 
thing ? If you fork out for a game, is there any 
pcwnt, any feeling of satisfaction, jit typing m a 
cheat that someone efse worked out and then 
playing the game? Where's the challenge! Why 
not just grve one of us a few bob and we ll come 
round to your house and play the game for you? 
Or do you ttmk that games are too difficult and 



that the only way to see them art and get Ju« 
value tot money from them is to have some sort 
of infinite lives cheat? If that's the case, why don't 
software houses include fully documented cheat 
opbons? Let us know what you think. 

More fan mail 

I've been a reader of your magazine for a good 
three years now, and fve seen staff come and 
go, but rt sfoH goes from strength to strength, 
and if s plain to see why it as beaten all its 
competition off and into the gutter. 

I just tr>ouuri! I'd put finger to keyboard to ask 
a few questions and stuff, if I may. 

i) In AA93, Rahul Gmdtia asked if 3" discs would 
work on the PCW as well as the 6128. You said 
they wouldn't. This, however, is not the case. 
There are some text adventures such as The 
Taxman Cometh which were made initially for 
dtee4>a$ed 464s and 6 1 28s but will also wrk on 
PCWs. Try writing to Joan Pancott at WoW 
Software. 78 Radipde lane, Weymouth, Dorset, 
DT4 9RS for more info 

ii) The Classic Collection tape is a brilliant idea 
and wefl worth the money, but I was wondering 
if you could consider putting the typems back 
on it, perhaps on a bHrwnthfy basis? Or the 
POKEs maybe? 

iti) With the new tape well under way, would rt be 
possible to have requests for what main game is 
on there? rf so td like to see something like Edd 
The DucK Elite or ScrabWe 
(v) Are disc games necessarily 1 28k only? I have 
a 464 Plus with a DDH + drive and a memory 
expansion so I don't suppose it really matters 
that much, but Tm a bit curious. Is Super 
Cauldron 128k only? 

v) There are tons of budget games on sale at the 
moment that you haven't reviewed yet such as 
Final fight Shadow Dancer. Pictionary and Streef 
fighter. Perhaps you could do a round-up of 
budget games. What do you think? 
vt) Although we were told what happened to Rod 
and Linda, whatever happened to Adam Peters? 
One minute he was here, the next minute he 
wasn't; Explain please. 

vii) Tim and Simon are doing a terrific job I hope 
they stay a nice long time. And tell Nick the new 
logo is great, so all you misery guts out there 
can stop complaining, 

viii) Finally, I love this magazine tons, ft seems 
more like a group of mates chatting telkng each 
other gossip about their favourite computer than 
the formal dull stuff m certain PC mags, and I 
know 27 r 00Ckidd readers feel the same way. 
The CPC isn't on its death bed yet r it's still got 
years of mileage left in it. So be optimistic and 
go on supporting. 

Thanks for listening 
Matthew Long 
Reading 

What a lovely chap you are, 
0 Thanks. Strff it was pretty good as a general 
rule, wasn't it? You're not Joan Pancott dtsgutsmg 
her voice, are you? 

Aaaaarrrrrgh? 
m) Yes. Okay, we ll) put [he games on our list 
tvi No, they're not necessarily 128k only. Be*hg 
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curious is a Good Thing. Simon says Super 
Cauldron m't 12 m only tii;: ne r.ain't sound 
very positive, 
vj Damn fine rdea. 

vjJ He was (35* seen his way to Centre! 

America muttering something about it being a 

good place for a revolution, 

vii} Gosh, thanks. 

viiii Gosh t thanks again. 

Too many Cooks 

I'd like to make a few points here, 1 1 may 
First, I'd like to know if this ts a record,,, I only 
had one covertape, but I had THREE covers - 
where are my other two I apes? 

Secondly, I read some months back that 
some people were complaining about 
coverdiscs, or the lack of them, Pd like to join 
this party and say that I'd like coverdiscs, but I 
know this will probabty never come about, 1 do 
have this suggestion, though, which might be 
worth considering: 

If some people want c overdue s then they 
should do the following. Subscribe and enter a 
cover letter saying they would like coverdjscs. 
You could charge extra to cover the costs. You 
wouldn't have to change the magazine in any 
way. The subscribers, though, would have to pay 
tor the privilege and have to subscribe so that 
you could send them through the post, not in the 
shops. 

Thirdly, Tve recently got my hands on issues 
one and two of AA - now I have the complete 
set. Here are some astonishing facts about early 
Reaction pages lor you: 

54% of the letter commented on how badly 
the magazine was produced. Either that or 
saying it was 'fab' then pointing out all the holes. 

39% (only) of the tetters said AA was great. 
Some had a few things to say, but were only 
passing comment and wouldn't dare to crihciie. 

7% of the letters said that the magazine was 
good or bad and then went on to cause 
embarrassment to themselves in some way. 

Then I had a look at Reaction in AA93: 

13% of the letters were complaints (but not 
bad ones). 

67% were praise, comment Or just questions, 
20% made themselves look like dummies, 
So, has AA improved, or has the reader ship 

scope improved? There's one to look into. 

Well, have to go now, keep doing a great job, 

Angela Cook 

Worthing 

first, unfortunately, oW fru/t, someone phoned us 



Mare music _ 

Piease can you answer my question as ihs 

1 £r» musrc program wtere you enter notes 

/ f*»^5lyte. Ater looking thrown 
/ Some A* I found a picture of a person 
(I style of music program. M 

) Person called Off* Alderton. nostra 

™ SA "wse c °"<d you tell me what (his 
Programs ca jied. where 1 can get it and 
J how much rt costs. A/ e there any oiher 
/ muSFC P f o«fams in this styte? Thanh you i 
nope you can help. • 
Jonathan Brunrtead 
Somewhere out near Stockport 



J.S. BACH 

* *T Thn * t 



r 




The program of which you speak is RAM 
Music Machine from Datel {0782 
744707} IKs a music pr og/annrumMur 
interface, and .t jsn'fc fr*iW|ft *>P to 
Well it's okay, but in AA50 we reviewed it 
and'sad (among some nrce things) "using 
Mush: Machine to write composes i is 
9» using a match stick to play snooker'. 
Doesn't sound fike fun to me. We don t 
know of any programs that meet your 
needs, although there may be some rn 
the puWic domain Try a Jew Abranes and 
see what they can do. 



the day before we got your letter to teil us that 
he, tOQ 4 had three covers. So t not only is it not a 
record, it isn't even that unusual. Sorry. 

Secondly, fm sure there's a reason why we 
don 1 ! do this, i don* fcww what it is, hut JVn sure 
ffs a realty good one, /i s probaWy got something 
to do with it being incredibly drfftcuff to organize, 
whereas you sending off a coupon is really 
Simple for everyone- Maybe, 

Thirdly corrgratu/aftons on completing your 
collection. Who can $ay why (he letters have 
changed? Er~. 

Some gravelling 

First of all, may I grovel before you and say that 
AA is the best magazine in the world (Oh. aH right 
then. - Edl Secondly , could you possibly answer 
a few questions for me? 
L How can ! get past the flash Boredom set 
alive in Seymour Goes To Hollywood* 

2. How many of the AA team like the brilliant 
Quantum Leap. 

3. Are there any soccer games lined up for the 
covertape, if so what are they? 

4. Is Rod ever coming back. 

5. When are Lemmings and the Addams Family 
coming out on budget? 

6. How do I get the key in Isn't This High in 



Seymour Goes To Hollywood! 

7. Where can 1 get a copy of Slider PDan Or 
Doom s Revenge? 

8. Why are Commodore graphics crap, and 
Amstrad's graphics aren't 7 

9. Thanks very much. 
John Fe* 
Dundalk 

J . Don't know, don't care and it doesn't make any 
difference. J hate Seymour games. 

2. Simon and I do. Mck doesn't wafch it at 0, 
but his sister tikes A. 

3. We'll try to fmd one, Italy 90 might be race. 

4. t asked him and he said something about 
coming hack when Torvit and Dean perform in 
Hades, Make of that what you will 

5. Don't know about Lemmings, rf I find out fif ter 
you know. Addams Family is in this very isfr. 

6. Haven'* t already explained about 
Seymour games? 

7. Try US Gold on 021 625 3388. Failing that, 
how about the small ads? 

8. Ooh, now ! know ttos one, /f s got something 
to do with sunspofs, hasn't it? But remember, 
Kids, AA doesn't think its btg or hard or ctever to 
Slag Off other computers. 

9 r No, realty, thank you. • 



And another thing 



Thanks to Eric Walker from Guildford who's 
quite clearly mad and whose letter was ever so 
slightly drrbbly and odd in a "we can't really print 
aH this stuff' kind of way but who, nevertheless, 
made me laugh and sent Simon a penny. 
Thanks Enc, 

Thanks too to Lucy Bethell from Stockport 

We'd probably never get away with using your 



idea (someone would be bound to object), but 
thanks anyway, 

Oh. and thanks for the nice things you said. 

Richard Benson from Paultorc le Fylde - 

we'll definitely try to track down Lazer Squad for 
the covertape. 

Thanks for the photo - why are you wearing 
that glove, and what's in your other hand? 



Ray Hawkins from Bognor - Mo, really, it 
cost £21 95 and it was our first choice - 
something else caused the delay and none of it 
was our duphcators fault {it wasn't really our 
fault, either - for once)- 8ut thanks for your 
comments and your loyatty. 

Mr/Mrs/Nliss/Ms I am sorry" [you didn't 
put your name, you clot) from Charley - 

thanks for the letter, welt miss you Make sure 
you get at least a 386, though fa fast one at 
that), or a ll start all over again. 
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Pssst. Wanna cheat at a few 
games? We've got 'em all 
here, mate. All as supplied to 
the toffs by that Phil 
Howard. I've got some lovefy 
nylons, too. Petrol coupons? 



Hideous 



A hideous cheat tor a hideously difficult 
game. Turn the built in cheatmode on or 
select the level you would like to play. 

FAOI i ' Hideous chut 

AAJH 1-' 

CALX J '•tt*it<n«U-*n/ftff 

Mil t«* 

FUJ *> a -5UrW*v*1-M 

A AND V 

FACL i8'MTA>32 ( fb,B2,c3,l>fl,Q8 



FAFE «-rW-x=ABFB0-IO-iBFlS 

TAKE SB -IEW< til iAsWCCtal) 

lift 76 ■ IF ■»<) 2013 THEN 166 

I AO 80 - INPUT'OieU no Ac - M« , it 

3AB0 sg-it-SPFEMiif) 

HA A A 180 ■ IF ■ i I:"* ' ' THEN' POKE 'iBF0ft,0 

I AEG llOIHPUT'SUri-lml-dM)".! 

EAKO ISO IF i=l-THEH- 

EALB 139>PeKE<«9FDF,i£ 

lACfl EW-KEKORV-sSaoeiUAa'NtidNes 

BAflfl ISO CALL ISFOO 

SAHG IBO-PRINT^U trrw! 11 



Robin Hood 



Graham Smith of Street is still producing 
pokes for us. this ones for Robin Hood - 
Legend Quest. 

JAKC 1 ■ ' Robin- Hood - • Legend ■ Bum t 
FAJO S- h By CrAlijin-Snith 




tf s that hapless junior miiyio.m-typ* parton 
■gain. But now wi'w got soma clt 



AhKH h* 

FAN 10 <Mf A -3^55,38,40,91:^1 

CACF K IATA'cb^b.ii^GjSdca 

FAAP 1 :j Dm! .4 4B,9l .tl.KJi.a 

MSI HD-DAlA-eS, 17.15 

KAPM 50 'PRIHT'Inf inite ■ livei" 

IftelJ 68 - PR EH T* ROBIN • HOOT ■ LEGEND - SUE ST " 

FAEC ffl'ffiHOlY-MluBrLMl" 

KAID 8(1 ■ FO R ■ j : I a D » ■ TO ■ A « A4 : RE.SB ■ * I 

UFL 30-POKE .j ( WK"rf»t >:HEKT i j 

□ J? IWKALL'MDSO 




Same time ago the game Dragon tore 
appeared on the AA c overlaps. I would like 
to bet that very few people actually 
managed to figure out just what was going 
on let alone finished the game. Anyway, out 
of the blue o ernes Hie solution to the game 
from Adrian Hodgson of Matlock In Derby. I 
just know you've been hard at it for the Jast 
year Adrian,,, Now that all ts revealed you 
wHI realise why you never got further than 
you did! 

• Find Ihe bow and arrow and give it to one of 
the elves, you will receive a scythe. 



Dragontorc 

• the the Scythe to cut down the herb Wis 
wSI give you the energise spell. 

• Find the missile spell in the pool this will be 
useful in the lost vaults, 

o Under a slab on the first level you should 
find a jewel, trade this with an esf to get a 
clue for later on in the game. 

• Use the servant and take the mes sage to 
the other stone slab on the first level and this 
should open a passage to the next level. 

m In the lost vaults (level 2] you need to 
collect the letters XJ and T, then place them on 
top of the letter E to form the word exit to move 
to the next level. 

• The letter 1 is difficult to obtain, go to the 
room wrth the stool and fireball in. 

• Move the servant over the Stool and it will 
change into a chest. Open the other chests in 
the vault and you will have 2 keys, open the 
che si by the fireball and the fireball should 
change mto a half-moon, inside the chest is 
the letter k 

• Oil leaving the vaults of Locris you should 
arrive at Weirdhenge. « 

• Use the leyrod spell to locate the teycubes in 



the henge, these Cubes transport you to 
different locations within the game. 

• Foflow the route of the yellow cube to the 
blasted forest, then use the leyrod in this 
henge H and again take the route vis the yellow 
cube to Web wood 

• Find the stick. 

• If a speder should bite you it is possible to 
stop the energy drain by using the heal spell 
(from Locns). 

• Move the stone with the stick and take the 
axe from beneath, 

• Use Merfyrc's seal to move the flagstone and 
go down the hole to Meflyn's cave, 

• Unlock the chest with the seal and read the 
message that is inside, 

• Leave the message scroll and the half-moon. 

• Use the servant on the table in the adjacent 
room to take the milk and warrior gem, 

o Go down the exit and use the axe on the 
stump. 

• Find a log and put the milk near it to attract 
the hedgehog. 

• Take the hedgehog, go back to the stump 
and use it to find the key, 

o Take the key and Medyrfs ^^fl 

seal back down kito the mpr 

cave and uniock the door ^^^^ 
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Hurrah, It's n girl with pigtail* - m thought 
they'd gone out of f&£hion It lonq tlnlv iig#. 



Mystical 



Hot off the presses (Ami boy t those presses 
ARE hot - EdJ and Just In time, comet a set 
of playing tips for the AA93 covertape game 
Mystfcaf from Mart Riley of Kir by Muxloe. 
actually IVe had them since the original 
Li-'imt? rippf*;ir«d, IjljT rWflfa pg fMd I IfcW 
as any to give them an outing. 

Scrolls and what they do 

01 - You fire red missiles, 

02 - You fire bolts that turn the baddtes into 
trees. 

03 - You fore a whole bad of botts all over and 
up the screen 

04 - You fire bolts that turn the teddies into 

rubble. 

05 - The baddies are locked in cages. 

06 - the baddies all fall to the ground, 

07 - You fire a sword that kills the baddies 



(eventually) and remaans on the screen while M>ey 
are about (very uselul). 

08 - You fire bolts that turn baddies tnto frogs. 

09 - You fire a set of r ed balls that bounce 
across the screen toHing everything they touch 
(slow but good) 

10 - You fire bolts that turn baddies into 
snowmen, 

11 - Ail baddies dte, 
12-A3I baddies freeze. 

Phials and what they do 

01 - 2 extra magicians appear on either side. 

02 - I extra magician appears usually o«> 
the left. 

03 - All baddies run off We side. 

04 - A genie appears just above you and fires 
continuously in 3 directions. 

05 - G»ves protection from baddies (very useful)- 

06 - You fire diagonally, 

07 - As 06 but straight up 

08 - You fire a bolt that electrocute* 
the baddies. 




Hulk Hogon kintlry ht'lps hit opponent with 

his iiititH-rliig up «Hei^l»s before the t Igfit. 



09 - You fife bstwings. 

10 - A cloud drifts up (Its screen Mling the 
baddies. 

1 1 - You fire blue batls up the screen, 

1 2 - Shield from baddies bullets only. 

Tips 

1 Save some magic for the third level in each 
work). You need to beat the god at the end of 
that level. 

2 Burgers increase your energy. 

3 Avoid as many baddies as possible. 
A Don't fiie unless you have to. 

5 When you get to the first level God. move 
right to the top of the screen and then circle 
round m front firing constantly, then move back 
to the opposrte comer at the top. Don't move in 
very close behind him or your energy 
decreases quickly. 

6 One bolt hills 3 baddie, several balls {red or 
blue [or green if you haven't a colour monitor!! 
are needed for the same effect. 

And if you can't finish A now then, tch, there's no 




- Open the chest with Merlyn's 




seal and take Hagors seaL 
• Take the haK moon and go to 
Hagors sanctuary. 



® Find and take the energy herb, 
then find the skeEebone and search to get the 
divmmg rod, 

• Use the dining rod to search the leaves and 
poofs to get the Bane jewel and the crystal of 
anfrthought. 

• v Use the seai to open the tombstone and 
go down. 

• Read the message, leave everytfong but 
Hagor s seal and go through the door, 

h Touch the seal on the 3 spiders before they 
kill you and take the 3 spells. 

• Use the Return spefi to get into Hagor's 
tomb room. 

Search the tomb for the door key to get out. 

• Leave with the -half-moon and go to 
Wrtehwood to find sanctuary for (he key to 
iocns vaults. 

In Witchwood find the message that 
says 'Batswing, wit c Meat, frogleg will reveal' 
and collect the bat, the herb and the frog in 
the pool, 

• Put these m the cauldron and get the wand 
that floats out. 



- Go neat ctoor and use the wand to move the 
flagstone Take the elf gem and the spell, 
ft Gave the wandering elf the gem m return for 
the other half of the moon hey. then consiruct 
the whole key and take the full moon. 

De-activate the magic sword with the 
wand and take it p then cut down the sapling 
and create the magic broom to sweep away 
the leaves. 

• You should then find a second large stone 
and the message Wiat full moon reveals 
take it with steer This means use the moon 
on the stone. 

Before proceeding to Sanctuary move the 
other flagstone in the woods and collect the 
light spell. 

• You can kill the goblins with the missile spell 
and protect yourself against the Demons 
missftes with the mantle 

If you walk into the Cursed scroll you are 
transported to a doortess room Use the leyrod 
to reveal the exit. 

• Uncurse the scroll with the sword and get the 
message 'The vault of Locrrs rs opened with 
Sunkey* this is what you are looking for, 

One of the goblins has the Sunkey, and 
another has the green chest key which opens 
three chests. 



* In one of these rooms is a cursed wand r 
use the sword to remove the curse and 
get the message. 

Use the sword on the magic spiders and get 
some more spells. 

• Unlock a green Chest wilh the green key 
to get a message which cap be read in 
conjunction with Ihe message you get on the 
tocate spell which you receive when the winged 
demon is destroyed. 

In the dark room use the light spell and 
search it wrth the wand there js a key y rider the 
stone carving on the back wall. 

* Search the tomb with the servant for the wall 
spell and kiff the wraith with the bane spell. 

Use the door key to open the locked door 
by the goblins P inside is a green chest which 
can be opened by the green key. Leave the old 
key and collect the one you have just found m 
the chest 

• Go through the dark room and open 

the tocked door at the other stde F go through 
the door. 

Look for 2 doors side by side, one has an 
exit cube on it, then use the 
locate inside to find a green . 
chest which can be opened f 
by the green key. 
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Some POKEs 


0808 
Predator It) 


00 

A7A3 


Inf time 
00 


Inf frvPS 










UVU J 


00 


Inf Pf^n^diP^ 


Where they got them from no one wilt ever know after the gigantic 




35E6 


oo 


Irrf bullets 


listing of a couple of months ago. 






E6B5 


00 


Inf time 


But, undaunted, Ken Wood of BIyth and Lee Rouane of 


Cantarn America Etl 


97AC 


A7 


Inf ^htsld^ 


Kelstedge have managed to come up with a whole new host of 


Game Over pt 1 (d) 


046E 


00 


Inf grenades 


rrmltfface pokes to add to your list. 






1F37 


C9 


Inf energy 










1F?C 


00 


Inf fives 








Game over pi 2 


046E 


00 


Inf lasers 


NAME 


ADDRESS 


POKE EFFECT 




ID5F 
10A4 


C9 
00 


Inf Energy 
Inf lives 


Karnov <t) 


4006 


00 Inf lives 


Fire & Forget (t) 


43D5 


001 


Inf fuel 




5025 


00 inf time 




445A 


00! 






40D4 


00} Keeps, firepower 


The Real Ghostbusters 


65BC 


00 


Inf lives 




O0DF 


021 after death 




50C8 


00 


Inf time 




61BA 


00 Inf Bombs 


Syntax (Aft} ft} 


2607 


00 


M lives 




799A 


00 Inf Flames 


Cauldron It) 


9C83 


00 


Inf lives 




09A9 


FF More energy 


Camelot Warriors ft) 


089E 


00 


Inf lives 




2A67 


00 Inf lives 


Zoiyx (t) 


4390 


00 


Enf lives 


ZaoTBaffePDtd} 


0271 


FF 255 Nves 


Yogis great escape 


07CC 


A7 


Inf lives 




Purplr minarets and bounclnt) mt«t*il bntlv And He** WW* we M man uviifi qrt?i<n thing Si 
F*W CW Induce helltttmsirofw lik* tiki*. on hii head. We'd better we m docter. 



£ Take the cursed hey which has 3 message 
(on Ihe whereabouts of the crowns and the 
order to destroy them) from inside the chest, 
o Use the full moon and the sunkey to reveal 
ihe e*ri cube and leave with the sunkey and the 
Cursed key. 

• Go back to the Vaults of Locris. 
Open the locked door with the sunkey. 
Search the tomb with the servant spell and 

find the undo spelL 

f> On the next screen avoid the fireballs and use 
bane to kill the wraith, 

• The doorway to the crown is cursed so use 
the undo spelt otherwise you will be transported 
on entry. 

when you have removed the curse a moon 
symbol appears. Use undo to release the crown 
and take It, 

Use return spell place the crown on the 
anvil and destroy it with the crystal of antv 
thought. Take the gold remnants lor trading 
with the elves, 

• Proceed to Oreamdowns, if the dwarves are 
bothering you then lead the elves to them or use 

the warrior spell. 
_ • Look for the squirrel 
?j ^ and use torn to search the 
leaves to reveal a stone 



and a torch. 

Light the torch on the camp fire and lake a 
bow to the elf. The elf will give you a nut in 
return. Give this to the square! and tie will crack 
it open to reveal a key, 
#> Enter the ruins with the elf and open the 
chest with the key and take the snake symbol. 

# Use the snake to move the flagstone and 
take the demon spell that lies underneath. 

• Leave the rurns and use the snake symbol to 
move the flagstone m the woods and reveal an 
entrance. Go down with the snake symbol and 
the lit torch. 

Go through the first door and turn off the 
snake generator with the torch by placing the 
torch on the wall snake symbol, 
\p Kill any remaining snakes with the 
snake symbol. 

Open any locked doors and chests with snake 
symbol and kill any snakes with the torch. 

• Take the crown symtxjl from Ihe chest (If 
there is no crown only another snakesymbol pul 
two snakes together and make a crown). 

Beware of the axe and fireball room, use slow 
or unseen spells 

* Search the tomb with the crown symbol to 
reveal a crown and a message 

Use the snake symbol on the other snake 



symbol to reveal the exrt or use the return spell. 

• Place the crown on the anvil to destroy it. 
travel to the Troll stones use the warrior spell 

on the deadly yellow imps and kill ihem before 
trying to solve any of the puzzle s. 

Make sure you have the lit torch and the 
demon spell. 

Search the leaves to get Use bane gem. 

• Catching the bird will reveal a message 
Search Ihe stump for the com and put it 

into ihe water, then lump into the pool to go 
to Hellsmouth. 

Hellsmouth is populated by bats that can be 
killed by using the missile spell and you can kill 
the snakes with the torch. 

• Find the axe and smash the eggs then take 
the chest key, 

• Look for the chest, open it with Ihe key and 
get the crown symbol. 

Place the crown symbol on the cursed key 
while avoiding the baits ol red fire. Unseen or 
Slow will helo. 

• Take the key and use it to open the locked 
door r when the demon appears use the demon 
Spell to destroy it. 

■. Take the crown, kill the eyes with the bafie 
and place the crown symbol on the stone to 
reveal the exit. 



Who cm saw 
why this 
w Itchy 
picture's 
here? Wc Just 
thought tt 
WQpJd look 
nice, I guests. 



Auqu-J |*KM ABrtSTRAD ACTION 



The (tte and -ftfc before the ad^e^imficate 
ftfetber tfte poke was written lor 3 tape or 
disk game (they might work on bolfr r *te wrtfr 
a try). Just in case you don't already how la 
put m these BLACK BOX POKES, here are the 
..steps to success. 



aj Load the game as normal. 

b) Press the RED button on thft MULTIFACE, 

^i^ess T for toot; \ 

d) Press * 10 make sure you seiect the code. 

el Press H for HEXADECIMAL inpul 

ft Press- SPACE for mpul, 

g) Type in the ADDRESS '(4 characters' te> 

we): 

M Typt? iii the POKE ({?■ characters A7L 
i.) Pres$..RiMfe: 

$tf theto is more than ofsa pohfc goto If): 
kl Press ESC t^:fo -the- menu, 
I) Press H rtrturn- to the game 



So farewell then 



In April 1990, in AA55, a chap catted Phil tUncte 
Phil) Howard made his first appearance as the 
host of Afl's Cheat Mode pages. Now, after 41 
issues, he's hanging up his mealing trousers and 
moving on to pastures new. 

On behalf of everyone who's ever finished a 
game as a result of Phil's tireless cheating efforts 
we'd like to say a cheery farewell - well miss ya. 



But who's this? 



Regular Cheat Matters will have noticed the name 
of Lee Rouane cropping up with alarming 
regularity. So regular, m fact, were his 
contributions that we thought we ought to get 
hsm on our side - so from next month he'll be our 
new Cheat Mode maestro. Hurrah. 



So write to him 



Lee's going to be needing your twits, bps, 

cheats, POKEs and any other helpful stuff you 

can muster. So write to him at; 

Amstrad Action 

Cheatmode 

30 Monmouth Street 

Bath 

BA1 28W 

You might even win yourself 25 quid. 




# Place Ihe crown on Ihe anvil to 
/A destroy iL 

f Proceed to Wyrmwood and 
search all Ihe woods pools, leaves 
etc. with the servant spell, and get the 
spells and elf Kerns. Find the elves and give 
them the gums, you will receive a touch key and 
a missile sped, 

# Use the key to open the chest and get the 
detect spelk 

Light the torch on the goblws lire and kill 
the snakes 

• Beware of the flying cube lhat Iransports you, 
decoy it or it will be waiting for you. 

Use the gobhns key to open the chest, get a 
bow and door key Give the bow to live ell. 

• Open the locked door, kill at feast one of the 
goblins inside the Citadel to persuade Ihe elves 
to loHow you and kill the goblins. 

# Open the next door end enlEr beware of the 
magic balls. 

# Open Hie next door and enter i>ewar e of 
fhe bat. 

Open the door on the left use the 
detect spell. 

• Take the key and open the chests, take the 
pentagram and the undo spell find the 
pentagram on the floor of one room and place 



the symbol on top of it to reveal the decoy cube 
this will take you outside the citadel, 

Beware oi the demon who will take away the 
ability to open doors. 

• The way lo Morag is Ihrough a room with a 
flashmg imp, don't touch if. 

Lead the elves but try to destroy the 
skdebones and demons yourself or they might 
Ml the elves. 

• Find the pool and replenish your energy. 
9 Find tlie green key put the lit torch on the 
floor to attract the snakes then kiM them, then 
use undo on Ihe key and open the chest, 

• Take the white key but leave the symbol there 
for later and unlock the door then lead the 
goblins away for the elves to deal with. 

Beware of Hie invisible spider use the missife 
spell and you should be in Morag"s room, 
m Use slow or unseen, Place the hand on top of 
the crown and the crown will drop down, take it 
arK* the wand and go left, 

• Use bane to kill the wraiths. Put the wand on 
top of ttie fireball generator and it wril turn into a 
door key 

• Take the key, open the snake room and 
k;tl the snakes Find the cheat using the 
wand and open ft with the green key 



Use tin* wand to lwn of* the snakes 
and magic then lake the mindkey spelt from 
the chest. 

• Take the wand, the crown and the pentagram 
Id the room with the exit cube and Ihe other 
pentagram symbol, leave the pentagram. 

Open the door with the mindkey and use the 
yellow key from the invisible goblin room fo 
open the chest, beware of axes from inside Use 
the wand to turn them off. 

• Take the pentagram and place it on the a4»e 
Orresifes fly out} place another on and the cube 
re appears. Take the cube and go down. 

You wit! arrive at Cairndoom open the doors 
with the mindkey, and kifl the goblin dwarf and 
demon with tl*e missile and warrior spefls. 
m took for tlte room wtlh the giant stone. 
Ihe use the mindkey on the stone and Meriyn 
is revealed, 

Give Meriyn the crown to complete the game, 




Augtut 1991 AMSTRAD ACTION 



I uture f*ut»llvtiirt«f i-irtllt*«cl, 
lO Monmouth Street, 
Both, BA1 2BW 
Tel: 0225 44 23*14 
F*i«: 0225 44601*1 



Editor Tim Worrit 
Art Editor Nicfe Atp*ll 
Staff Writer Simon Forrester 
Contributors Phi! Howard, Richard F 3 it hurst, 
Tim Blackbond, Debby Howard 
Photography Stuart Baynes 
Caver If lcj?.frntiorc Graham PuCk^H 
Senior Ad Sales Executive 
Caroline Simpson 
Ad Sales Eiiecnf lufe Robert Bunnett 

Publisher Cotin Campbell 
Pfomottonv Assistant Tamara Ward 
Croup Publishing Director Greg Ingham 
Production Craig Broadb ridge 
Lino and Scanning Simon Chjttenden H 
Jon Moore, Chris Stacker, Simon Windsor, 
He^tTi Parsons. Mark Gavt-r Wick Harvey 
Subscription* Christine StaCOJr 
teJ: 0456 74011 
Circulation IWoftan/er ion Bickley, 
Tel: 0225 442244 

£ r ut uw* Publish In? Lid t»3 Ami trad Actkm *i ul 
mdepm^nt pLibbcirtKHi The company producing ft - 
Futurt Publihirn Ltd - Jui no cwwtbw *Kh Aimlrad 
p4c We curort (uarafflM lo return mater la4 wbnvtlad to 
iw, n« ran we ErfteF info ptinwld Etirr-EifUrUhrtta-. V¥# 
U&i f Fatf c« (G ensure thai wtwrt «* pvfcltih » 
■ccurifl*, but cannot be ibabta my mliUhoi or 
rtwtpfirrtt Wo part of tnki publication may bo reproducod 
in any form wftfttul our upfctrt Afttltn ptrmituon 

Printed In the UK 



J 


I - 1 


1 


uiure 

r v f 1 1$ w t s g 



'Your guarantee of value' 

This mag ai 10c comes from Future Publishing. 
We offer: 

a*TOfr iMn. 0* am packed inch lip*, 
i4j^«it«oni and tPplaflalory toatuf tf , *rttttn by tfia btft hn 

th# buiifMSt* 

t*r«B ir rnritwi, Wi hav* 4 taU-lron pohty 01 tdMlf 
mdeporKlontie. and our revi**t giva tfeir btrynf 

■ttinnt 4*ti§m. You no ad vM intetnttton fan. S& our 
dcufjwf i hithliKM h*y *4em*nH by imnf chart*. diagram*. 
kjAnurr bOKOL iflAeUM ptotoer aphi ate. 
f*f**t*f r*l*vanc«. At Future HdrtOrt ftperoti und*r tnd 
I oHJ en rata; 

* Undaf itand yeur riad#rt' nwcH 

* Sabtty ttwn. 

More rt^i-r liitcrrtttitrti. dra* ktronK'j' IP it.idLT: 

tcntributtoit, rtiuffc| to th# 4hftii**t lotton and trio 
toll roarer tipi Buying on* of mjf maf axmei 11 Ilk* Joining 
a rvatrtmnda ui*r gr 0**. 

■aftta* fa*** lor nrtna;, Ulgfljintl you Ctfl frtHl, 



Horn? of Brflami flnait mag Jl#Ml. 
thr intta* -C&ftr»oorf Forma * PCw" Plui * PC Pin* ■ PC Am*™ ■ 
PC Format ■ Jurtv format »Ani|f Farmai Spaoafc ■ ST Fwmaf • 
rmr ■ WW ■ JiflJ£i Poatf * Mfi SbapfMt * S^w-fta? 
Graiataty * Vac Farm* 1 Hfel 1 f» 1 Safi Jont ■fueut 

Nwo^ift«&oivS^€ a^co w*r^BVifl 

Amttrid Action recognises all copyrights 
contained in this issue. Where possible we 
have acknowledged ttie copyright holder, 
Ptease feal fra* to contact Lit If we have Jailed 
lo credit your copyright - wo will be happy to 
correct any oversight 




On the 
trail of 



Fighter 



Mdfe people asK us about Street Fighter if 
than any other piece of software. HevX month 
weH have part two of our Sf 2 sews with 
news ami inlefwews. We mtght evwi have a 
preview by tnen. 



bonanza 



Among other things, we ll have a review of a 
tat)tModisc ulihty and another disc archiver. 
AH this and Techte Forum too. What more 
could you ask? 



Budget 
game 
round-up 



Huge numbers ot games hsve been re- 
released by the big software houses on their 
budget labels, Well have 3 bit of a scout 
around and see if we can't rustle up a few for 
a kind of tfg roundup type game featuf e 
thing, That'll be good, won't It? 



Interviewed 

Those ntce chaps at Campursoft How weVe 

got pictures <oh no). 

Explored 

Part the third of Venture Forth - Objects and 
Puzzler Define them and place them, 



Public and convenient 

Public domain? You want it r we've got it. 
And loads more... 

Cheats, tutorials (including more on 
MasterCalc), adventures- jokes, fish and chip 
suppers, visits to the off licence over the 
road - alf the September issue of AA. 
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IOW A TOTAL MOUSE/ 
GRAPHICS PACKAGE 
■ FOR YOUR 
AMSTRAD 
AT A TRULY 
UNBEATABLE 
PRICE!! 




SPECIAL OFFER PACKS! 

* Genius Mouse is a High resolution two button mouse featuring optical counting, 
teflon gwidofr, rotterosiwilrzhoK, rubber co*ted ball Add high quality Intarfac*. 

* When combined with OCP Advanced Aft Studio this graphic 5 package 1$ quite S imp, y 
the best system auaiiaijii?^ The features are unmatched- - 

• Create an linage - shrink ii, cxpaS^U ijiove it. rotate ii, ropy U. colour it,, etc., etc* 

• Spray pottems or shacies. make elastic lines - -stretch artd manipulate i&sptti, 
Zoom in to add detail in fine mod*', B Full t ut and paste faclElies pkiH ext*lk'm printer supr>ort. 
pulldown/Icon driven, menua for ease of use. • Mouse operation pluB Joystick and keyboard control. 
16 tktfis. H spray a. Ifi brushes ■ so flexible, anyone can create superb graphics easily. 




* 




COMPLETE WITH MOUSE INTERFACE 



W The; (jc-ii.uh Mouse Graphics 
SystrEN coinen complete with Hie 
special Mouse ImVrfiKf ta allow 

HlljKT Ntl»H»1tk C'-UtLttYj]. 

• AtlmnivHv siylnJ tumuli h 
your 464 or til 28 desiftn and 
colour, vstniply pluit*' I 111 ** 
K« pmifan A J oy ail ck poti . 



ONLY 

£49.99 

TOTAL PACKAGE 
INCLUDES GENIUS MOUSE, 
INTERFACE, OCP ADVANCED ART 
STUDIO PLUS FREE MOUSE MAT 
AND HOLDER 



TAPE OR DISK FOR 454 Oft 61 26 
(PLEASE STATE WHICH 
REQUIRED | N.G, 464 NEEDS 
DK- ThOMCS G4K RAM PACK 



MOUSE MAT AND 
MOUSE HOLDER 

(WORTH C1 3,991 

WITH EACH PACKAGE 




LC 200 O R PRINTER PACKAGE 



HOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR! 

# The Slur LC200 Colour Printer not only prints in Near Ijetitr Quality for TOur-regular jobs but also 

prints out your pictures from Art Studio, etc.. In genuine colour* — 

ft LC200 is a full Centronics printer so It works with other conrpmrrs l.-Vmitfu. ST, etc. J. 

ft Made possible by Datel's unique colour pr n i*lt onwr now you can have a hardcopy in up to 16 

colours!! ft tfo more to buy - prcrg Iffarid print!! — — -« i - 

PACK AG t INCLUOtS 



STAfl LC2QO COLOUH PRIHTEH HRP E^9.00 
CENTRONICS PAINTER LEAD RRP Ci.» 
DATCL COLOUR WINTER DRIVER SOFTWARE RRP CI 9,99 

NORMA Li- Y E3i?7 

COMPLETE PACKAGE NOW ONLY £239 00 

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY ONLY C 1 9,99 

• [L you idn-ndv haw :m LC10 or LC 20(1 Colour Printer wr cum Mjppjy the Driver .separately. 



■J- 



■ ihiu uimiiuiiii 




• Simple plug in memory expansion gives instant extra memory. 

• Kea lures bank swUchiruf software for easy use by the profgranirner 
or for use as a data storage area. 

Ideal for use with the CPU 2^ etc. 

i hr Nnflwuri' .jiso features some extra BASIC command*. 
&4KurW expand* 464 to i28K_ 

• 64 K luiit brlnfr* 4t>4 vip to CPC 6128 memory conjuration 
making, ;i much larger software base aval Libit-. Will work &faal£hi off 
will i ml i j i> pro^riiins dt billed Lor this unit [inemdli^iOCf* Art Studio 
see Ad.). 

Bank switching done automatically by software feas*elt& 464}. 

ONLY £49.99 



04K 

MEMORY 
EXPANSION 



64 K FOR 464 



GET YOUR 



HONE (24H*s] 



0782 744707 



CREDIT CARD ORDERS 

WW « Hit ALL CHEQUES-POSTAL ORDERS WADC PAYABLE TOk... 



GOVAN ROAD, FENT0N INDUSTRIAL ESTATE, FENT0N. STOKE-ON-TRENT, 
ST4 2RS. ENGLAND. FAX 0762 7U293 TECHNICAL CUSTOMER SERVICE 07B2 744324 



DATEL LONDON SHOP 



1 


! 1 "l 


IS 





223, TOTTENHAM COUflT RO, 
LONDON, W1 TEL:071 5006460 



►■Electronics 




WAVE ELECTRONICS 

Dept AA9308 
1 BUCCLEUCH STREET 
BARROW-IN-FURNESS 

CUMBRIA LA141SR 

Tel: 0229 870000 
Fax: 0229 829109 



leads £ Cobles 



CTM to MeyiDrive 

CTM to Spectrum +2/+3 12-99 

CTM to Atari ST „14.99 

CTM lo Amiga.......... 14.99 

MegaDrive Speakers „, 5,99 

CM! 4 lo Mega Drive 14.99 

CM 14 to Amiga > K99 

CM 3 4 lo Spec m HM 

CPC Joystick Splitter., 8.W 

Joystick ExterLSion 1.5m 8.99 

CPC to Printer 1.5m 7.99 

CPC+ to Printer 1.2m „7,99 

CPC to Video BNC 6.99 

CPT to Video Phono 

CRM 28 to Cassette - A99 

RS232 to NC Iff) Notepad 9.99 

RS232 lo PC- slate 9 or 25 pin -9.99 

CTMtoCPC464+/612S+ ...15-W 

DL-2, R>1 toCPC664/6l2S...799 
DL-26128+, FT>I to M28+ 9.99 



Clearance Column 



'"..nisi ■ . i 



CPC Disk Games 

Cisco Heat 

Rock n' Roll 

Back lo I hi; Future 2-....,,, 

Chart hu^l its 

Disk SU. 50C.ames 

Ten of the Best VbM.^ 

Ten of the Best VoU 

fkinjin :m Bros. 

Piper Boy 2 

Quartet - 4 Games Pack 

TaoCeti 

Sweevos World .. 



.3-99 
1 99 



..6.99 
13.99 
..6.99 
.6.99 
.5.99 
..4.99 
-5.99 
.-3,99 
..3.99 



11 Games 
& Word Processor 
GnssKtlB V«l 
Disk Vttf 7 99 

CPC Cassette Games 

Turtles Coin Op 2.99 

Back to the Future 2 , .2-99 

Amsfrad DOt-l ftrnwareCrndt BfcoL3.99 

fwi En 

Blue Ribbon Disk - A Game*., .6.99 
Electric Lantern Show 6.99 



Gran lues & Design 



Advanced Art Studio 

CPC Disk , 17.49 

Geniusi Mouse + Advanced 

Art Studio CFC4M 

O&ette Version .44.99 

Genius Mou.se + Advanced 

Art StudioCTC6l28 

Disk Version .44,99 

Blueprint t AD Software 

for use with Cieni us Msnist fc - .HW 



Teenage Turtles CPC 

CPC Cass £1.49 

CPC Disk £1 .99 

Please rune these are French versions, taw will work rjkjm 



All prices include VAX Carriage & 
Insurance. 

All prices correct at time of 
going to press. 

Offers while stocks last!!! 

For next day Courier Delivery 
of any order please add £5* 



Amstrod Original 
peripherals !!! 



DDI-1 CPC^Firsir 

Disk Drivf ^ 

FCM CPC 464/6W/612S 

Second T Drive*,,*,.*.*** 
FTM+CPC 46W6128+ 

Second 3" Drive™. 
MP-1 CPC 464 

TV Modulator.* 
MP-lfCPC4M Sort 

TV Modulator.. 
MP-2fCFC 664/6mScjrt 

TV Modulator... — * 

RS232C CPC 

Serial Interface 
RS232C+ CFC Plus 

Serial Inter* M 



■ + .H till F« l-l* fi-M-frVIH-f !-■ 



.-49-95 
...52.95 
49.95 

-34.95 
.44,95 
,.54.95 



New product for 
CPC+ 



Now you can connect your 
CPC464+ or CPC6128+ lo anv 
T.V* with a SCART 
Connector. 
Our New MP-1f+ includes all 

cables & Power Supply for 
full High Quality picture and 

stereo sound! 

MiMf+ _£49.95 



CPC S ystem Dte ks 



CPC 6128 CPM Plus 14.99 

CFC6!28DrLoRO 11.99 

CPC 61 28+ CPM Plus &99 

CPC 464 CPM 2.2 10,99 



6X40011 PADDIES £2.99 



GX4000 Cartridges 



Mystical M.W 

No Exit 

World of Sports -8.99 

Cruise HQ 2 14.99 



Hardware & 
peripherals m 



r>lK RAM C PC 464 , 39JW 

Etpamkm Port Adaptor 
Widgil fort K t machines ...V W 

4411)25 6128 Upgrade ROM 
for CPC 464.. .24.99 



Blank Disks 



Artisoft r Box of 10 15.99 

Amsoft .T Box ol I If- Disks in 

rtostie Cases 23.99 

$5? DS DD Bulk pkt of 10 .4.99 

3" Hasric Cases* 10 .5.99 

3" Ex-Software House 

pklof 10 . .8.99 



Educational 
Soflware 


Fun School 1 Under 5s 




CPC Disk, 




Fun School I 5-7s 




CPCDi&k ... 


6.99 


Fun School t S-!2s 




! CPC Disk.... ..... ; 




Fun School 3 




Under 5s 




5 to 7s 




Over 7s 




All Fun Scttool 3 available 


on: 


Cassette 8.99 




Disk 12.99 




Fun School 4 




Under 5s 




5 to 7s 




7 to lis 




All Fim School 4 available 


on: 


Cassette 9.99 




Disk 13,99 





printer Ribbons 




X2 


X5 


LC10 


..3.99... 


....8.99 








DMP2001) 


..3.99... 


....8.99 


DMP4000 


.4.49... 


....9.99 


PCW8256FN 


3,58 


14.99 


1 J CW9512MS... 


-J."*.. 


..10,99 


PCW9512FN 


•} 


..10.99 


Citizen 120D 


.4.'W... 


.11.15 



Serious 
Software! 



Mini Office 2 

Word rraK-es-tur, Ddtt.bi.M', 
Spreadsheet, Graphics, 
Communis I kms 

Cassette Ver 9.99 
Dhk Ver 13.99 

Touch V Go 

Typing Tutor 
Ren CPM W m 
Only 7,99 

TasWord 6128 

Pn>bably the best CPC 6128 
Ward Processor L ivjilable 

Only 23. 99 

Microfilm/Word 

Word Processor & Database 
10.99 



EXPORT & TRADE 
ORDERS WELCOME! 



DISCOLOGY V3.3 

The Best Tape/Disk Utility 
Program 
The Best Disk Backup Program 

£10.99 



PHONE OUR TELESALES LINE NOW ON 0229 870000 



